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Team 1 7's Alien Breed 2 is massively 
enhanced for CD32 with amazing 
new levels and an unbelievable intro 
sequence. 



hould be here. If it isn't, 
your newsagent. 
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6oris Verne, aur^wly ordinary guy... 

le minute he's sitting quietly at his 35-M Excellence 
gine home coinputer.The next he's being transported to 
ther dimension by Ms aficentnc uncle's Virtual Dimension 
, ' hducer! - 

Imagine how he feels when he emerges from a rip In the 
space-time cofitinuum into an unknown dimension...' ^ ■ 

, h' Encounter weird alien worlds and the'jF.even wierder alien 
'''*- ,inhabftant5l Guide Boris oo an action-packed chase acrosr 
the gulfs of space to find a fabled lost star. Help him find thg' 
key to defeating ttie evji Golden King who rules liis 

;. UNIVERSE! 
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RotoscopiBd game character, wittl r 
scaling and over 500 frames of animati 



I. \ 



Lush, 256-colour hand-painted scenes 
teeming with background animations... : 



t\' 



Feel the sense of total immersion in this 
parallel universe, enhanced by atmospheric, 

mood-responsive music... 
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le on: Ami 



ompatible on 500, 600 
132, PC and PKO ROM 
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'ts always tough mtroducmg a Chnitrnas inue. Moil people wem to think that Chriitmju last wai but a 
month ago* but we know better than that. Others point out that Christmas com« but once a year, which 
is a good point, but hardly profound. Certain publishers fail to break the habit of a lifetime and stilf dHnk 
orange juice while those around fall about in drunken hysterics (not me, of course). And then there's our 
ex-Edrtor who i\ti around beMttJing all that's nice and pleasant and threatening all matter of self-mutila- 
tion- 

Me, I think I'll wish you a fine Christmas and wish you all the best for the New Year. While the Commodore situation is 
still dragging on, 1 hope that next issue — the first of 1 99S — will bring some good news on that front. There's still time 
for the Amiga to redeem itself with the right marketing push and end user support that other machines enjoy, and both 
CEI and Commodore UK are commited to the brand. Even the mo^t ardent supporter of the Amiga may find their 
patience wearing a bit thin, though, so I hope the iituation is resolved within the very near future- 
Thanks for sticking with us over the past year or SO - no matter what happens to Commodore, we'll strll be around as 
long as everyone out there still shows an interest in the CD32 and its future. Don'c forget, Quik will be available with the 
issue next month (check out page 1 8) - those of you who bought Lomborghini with this issue will no doubt agree that the 
offer is fantastic value for money. K the scheme h a success, we hope to continue it throughout the first half of 1995. 
please let us know what you think of the whole concept - any and all suggestions will be gladly received! 
Here's to i99£] 



n Mark Smith 



LAMBORGHINI SPECIAL OFFER 

If you took advantage of the special Lamborghini offer, whereby you purchased this Hsue and then got the special Titus 
game for a meagre five quid then well donel If you missed out. then complete the form on page 7 and send five pounds 
with the form to us at Paragon Publishing and we'll process your order just as soon as we can. 
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Our Christmas CD is packed with goodies that will keep you going through the New Year and beyond. There's Beneath o Steef Sky, Turn N Bum, Super 

Stardust and more. Of course, if you bought Lamborghini, then think of all the joy ahead of you! No drinking and driving now... 



news I 



cop Press! Assistant Editor found in compromisif ^ position with chip shop giri! Vv^hoops. wrong news story. S." -,:h the Commodore story still dragging 

on and a dearth of new game announcements. Miles' dodgy stories are neariy as "^'■eiesting... 
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Exciting things are happening in the world of the CD32. £vas/Ve Action is on its way, while World Cup Go/f and Power Drive are on their way from US Gold. Al 

impressive, all worthwhile and all here! 



iaster Axe 

1^ Our man Dei^ek «^^!«"^ ,. ;.fe in "^'s hands to meet Nsii Axe ?.'^^ 
who '"""* ^ e ht iniF - "w y ■ ■ 'rom Millennium. There's eve" 
pro^ra' ,er and a unique insight 101:0 the actual people thac . 
in the gam.e. ^'id ,v ., ^^I! written ^n Del Boy's tnim.itable. flov.ing t; 

you all lucky? 
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T'was the day before deadline day, and all was quiet... nothing stirred, not even a mouse 

(mind you. if there were mice in the offices I'd be outta here). Then, from afar, bells 
tolled and a cry was heard. 'Get your lazy, ^Dd for nothing backside back here and finish 

the flippin' magazine!'. And you thought this job v*qs glamorous... 



BENEATH A STEEL SKY..V 70 

ROADKILL... 
FIELDS OF GLORY... 
MARVIN'S MARVELLOUS 
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ADVENTURE 



.JUNGLE STRIKE 

.TOWER ASSAULT 
ALIEN BREED 2 
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If you're young ano you get tots of Chniutias money, vve wiuw d good home for your c 

home for yc^ it And it yoij Ve got one of those bct:'e_ 



K If ., 



o!de: -0 you ve got a credit card, we know a good 



De es in it. we'll tnke that too. 



Universe 



Solved! Gunship 2000— Solved (sorta...)! Fury of the Furries - calmed! Now, if only we could solve the problems that arise from having moaning 

families round at Christmas then we*d be more happier and content. Oh well. Just have to get drunk again... 
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Once .more, your e^: " vied fcoicor 



ouquets 



hose brickbats. Mind vou. he's a little peeved at 
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rissie presents 
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gladly accepted 



Seems we have to clear up a few things concerning Mail Order. This is where you can order lots of CD32 goodies. iiKetipbooksrcheap games and even a 
nifty joypad. Would our female readers please stop using this service to try to order girly looking assistant Editors. It's MAIL not MALE. Thank you. 




Some say that the A-Z is the easiest arctic o compile. Well, that may well be the case, but we also realise . .^. ■ one of the most precious and 

informau»c il"""s jn the inagazine, V^here else can you learn so much for so (lale^ 
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WARNING THE CONTENTS OF YOUR CD ARE CORRECT AT TIME OF GOING TO PRESS (now,'). 
MASTERING PROBLEMS MAY CAUSE SOME DEMOS TO BE OMITTED. SEE CD FOR UP-TO-DATE INFO- 




H'day folks, ready for a something a bit special? How woulij you IJke lo 
have a go ac that rather smashing sounding Rensoih A Steel Sky game from 
Virgin that everyone's raving about jUSt at the minuted What do you 
mean, you've never heard of rt? Go thetk out the review while I have a 
coffee, then come back. 
Aha. back already I see. Now you'll be fully aware of just what a corking little, well, 
pretty damn big actually- game it is But no review, not even the lucid and poetic lyrics 
found in Amiga CD32 Gamer, can be any substitute for actually being there. |oypad rn 
hand* playing the game And that's |ust what you can do. 

Never let it be said that we don't supply the top demos, eh, cos let's face it — this 
i$ one of the most talked about games of its type ever. 

Playing couldn't be simpler. Move the pointer around the screen and click to make 
the main character walk to that position (providing he has a clear path). Should the 
name of an ob|ect appear next to the pointer, press the red button to get a descrip- 
tion of it. The click with the blue button and your character will manipulate it in some 





fter so much racing being featured in this very issue alone, you "d have 
thought thai ihai would be it. But oh no. Being real boy-racer types, we've 
got you yet another fine example of racing action. The game this time is 
Bump 'n Bum which also made it into our top ten review of the year, scor- 
ing an impressive 90% in the process. Enjoy! 




way, provided he knows how, of course. If it's a movable object he will lake it and ic'fl 
appear in the inventory. To view the inventory, move the pointer off the top of the 
screen and it automatically appears. To use any object in the inventory, highlight it with 
the blue button, then move the pointer over the object you wish to use it with and 
click the red. if the objects are not compatible, nothing will happen. 

Any other people you meet can be spoken tc. Just position the pointer of them and 
click the red button. Use the pointer to select your responses, which appear in menu 
form at the top of the screen. 

And that 's about all you need to start playing. We're sure your'li agree it's a tine 
piece of software and well worth the asking price. 
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Snip out your lobet and pop it into ttie plostic 
bog on ihe cover. Slick, eh? 





ancy i look at Some on the Ami|;3? lOd Oioos. reviewed 
in issue five, was yec another atteinpc io do what 
should by now ha^e been acknowledged as an impossi- 
bilicy. The thmg is. when you're up against a legend 
you're starting off with a considerable handicap. For this reason, and 
being the helpful types we are. we're givtng you the oppORuniry to 
make up ^our own mrnd in thii fully playable demo. Take control 
the young rebel and mangel at the breath-taking speed and dazzting 
paralax (what else would you GKpect of the people behjnd the Lotus 
tnlogy?). Sonic on the Amiga, well, we don't thmk so. but you can 
decide for ^ourseJf, You certainly can't deny the technical excel- 
lence. 

[Ai a last minute demo it wasn't possible to include this in 
the menu systemt to access it hold down top right button 
after resetting.] 






t wouldn't be the ume without a demo of this beauti- 
ful game on the Cover. To cetebrate the release of 
Team I 7'i excellent Tower AisaulL an ACG Gold this 
very kisue. we present yet ai>other demo of their 
beautiful Super SlordusL 
For those of you with a memory comparable with tf^c of a gold- 
fish, rotate your ship left and nght via the pad, push forward for 
thrust white pulling activates a shield for a limited period of time. 
Hit the red button to fire. 

If you haven't bought this classic by now, what the hel^s wror^ 
with you. Mmd you- rf we keep giving away demos at this rate you 
won't need to buy it since we'll heve given the whole dam thing 
away, be it in dribs and drabs! 



LAMBORGHINI ORDER FORM 



If you missed out on this issue's amazing Lamborghini offer (shame on you!) then you can 
still take advantage by completing this form and sending it, with payment, to Paragon 
Publishing. 



I WOULD LIKE TO ORDER __ 
COPIES OF LAMBORGHtNi AMER- 
ICAN CHALLENGE AT LS PER 
COPY. 



TOTAL AMOUNT ENCLOSED 

£ 

*Postage and packaging is free. 



NAME 



ADDRESS 



Method of Payment (please circle) 

Cheque • Postal Order • Access ■ 
Visa 

Credit Card No. 



/ 



POSTCODE 



TELEPHONE 



Expiry Date 



/ 



/ 



SIGNATURE 



Send this form to AMIGA CD32 

GAMER •? 

PARAGON PUBLISHING, FREEP- 

OST(BHI 1255) BHI IBR or ring 

our hotline Ofi 0202 299900 



Please make cheques payable in pounds 

sterling to Paragon Publishing 

Limited 
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if jou have any problemi with j'our disc, pleaie coniact 

PC Wise. Dowlais Top 8u%iness Park. Merthyr Tydfil, 

Mid Glamorgan, CF^B 2YY. Tel: 0685 35050S, 

Please do not serd an^ faulty dpsks back to P^iragon as we 

will not be able lo deal wuh them' 



M 
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Machine 



Not content with revolutionising our menu sy&tem, Multi 
Med^a Machine have ako generously provided another 
sampler from their Now Thot'^ What I Calt Games compl- 
lationift or PD, Shareware and demo software- Their di&Ws 
usually include around 1 00 tracks and retail for just £20- 
And as you can see they're pretty good fun, 
Multi Media Machine can be contacted direct on 0204 
3B3A86 and are always Interested in new material. 



PD & SHAREWARE 

Public Domam sotrware n put out b^ developers who ask for no 
fee for ^eir games, preferring to demonstrate their skills for free. 
Shareware games, by contrast, are made freely available only so 
you can try them, H ^ou hke a sharevware game enough to keep 
playmg it then you shouJd send the programmer a smalJ donation 
so thai he tan afford to keep producing more great games Full 
details are included witfim the Multi Media Machine sampler 



Release 
Dates 






DECEMBER 



ATR 
Team 17 

One or iwo^phyer isometric 3D racer. 

Baldy 

Mindscape 

Arcade-siyk puzzle action impireiS by Ummings, 

Dragon 5 tone 

Core Design 

Overheod-vtew fontasy fiPG with phnty of combat 

Evasive Action 

Mindscape 

Fun dogf'ghvng front WWi :o the 2 / sf Century « 

check out the preview m rh/s tssue. 

Flight of the Amazon Queen 

Renegade 

Acchimed graphc adventure gels new soundtrack for 

the CD32. 

Jungle Strike 

Ocean 

Hugefy popular Mega Orive isometric shoot-'em-up. 

Renewed in xhi% osut. 

McgaRace 

Mindscape 

BeoutpfrJ hohn^ CO■RoI^^ racer. 

Pinball Illusions 

21st Century Entertainment 

The Potest and besf m the hit pirtbail series. 



Sin^on the Sorcerer II 
Ad ve n tu r e s oft 

fun graphic adventure gets bigger and hopcfuify bet- 
ter 

Sensible World of Soccer 
Renegade 

MossFve upgrade of besr foovy game ewr. 
Skeleton Krew 
Core Design 
/someiiTc 30 shoor-em-up. 
SpeedbatI II 
Renegade 

Outstanding fuiuristK sports gome that everybody, but 
everybody should own. 









1995 



Adrenaline Factor 
Mirage 

SF adventure with fontawc 3D grof^tcs. A decent fo^ 

tow up for the Rise of ihe Robots peop/e. 

Bazooka Sue 

Krisalis 

Oddboli cartoony adventure antics. 

Cyberwar 

Sales Curve 

Stunning CD-Rom onfy arcade game fmm die 

Lownmowerman creatore. 

Elite III 

Gametek 

What can you soy about a sequal thai wilt have you 

sroymg up for days on end? Get reody for another 

SroWiam e3*penence.' 



Fist 
Supervision 

RPC bosed on hil Sieve Jodcson telephone game. 
Inferno 
Ocean 

Fantastic SF combaT sim. 
King of Thieves 
Team 17 

Overhead view shooi-'etrt-ufy 
Lost Eden 
Virgin 

Stunning CD-ROAI-onJy grfjph*c odventure. 
Power Drive 
US Gold 

A stunning raJiy simulation from US GoW, Has the 
moltrngs of a dassic. 
Reunion 
Grandslam 

Go/oxy- spanning SFwargame. 
Rock ^N Roll years 
Supervision 

Multxmedrti pocfcage with sound and video dips. 
TFX 
Ocean 

Enliionf arcade-action flight sim. 
World Cup Golf 
US Gold 

An rmpressive booking golf gOme that may weil rt^m 
out to be the finest simuhtion avaihbie on any com- 
puter tet ahne the CD32. 
Zool3 

Gremlin Graphics 
^e( more atten piotformer onuci. 
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'^H^OH FODOe? 



SYSTEM 



PLUS! 




D'GGERS 



TITLES 




LJB£RATJO*g 



• BUtLT-IN DUAL SPEED 
CD-ROM DRIVE 



• 16.8 MILLION COLOURS 

• ALSO PLAYS AUDIO CDs 

• 11 BUTTON 
CONTROLLER 

• TITLES AVAILABLE 
FROM £19.95 

OPTIONAL SX1 
COMPUTER MODULE 

OPTIONAL FULL SCREEN 
VIDEO CD MODULE 




"'CflOCOSil 




''flOJECt X 



StE B£iaw tEn 



MORE THAN JUST A GAMES CONSOLE . . . 




WMCHMOVIES A COMPREHENSIVE RANGE OF GAMES 



SimpW P^"9 
\n\o the back 

console and 
you'l'be aWe 
ID play DlocK- 

COMPUTERUPGB^E 

TumlheCD' 
\nio a fully 

UOOCompat^We computer. 

5X1 ftAOOULE 

CCA01DO 

KEYBOARD 
PKE 0120 

DIS^ DRIVE 
Dfil il'-i? 



JUST SOME OF THE 100+ TITLES AVAILABLE ON CD FOB THE AMIGA CD 
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CRITICAL ZONE PACK INCLUDES 

CO^ GAMES CONSOLE w £249.99 

CANNON FODDER rhp E29.99 

DIGGERS Rnp £29.99 

LIBERATION «hp £34,99 

MICROCOSM ^ Mv £44.99 

OSCAR ^ nnf £29.99 

PROJECT X RRP £12.99 

ULTIMATE BODY BLOWS ftnP £29.99 



NOflM*J_ flflf 



:£ihi^ TOTAL VALUE: £462,92 




I^C VAT'CCD3i50 
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£219 



CABiH^Ei, 
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SERVICE 



'*'?^^^0 Bfl(or* you dKfc» WHEN in bu|^. hrt 

sugoHl you con&kMf WHERE to buy 
flno proloci your tnvMlnifini nvich ■ punhoH liom 
Silica ^fth Dur urKtvAllH vp*rviOi imd o^Pfifti^Hj. 
^4} will crovido an th« amn nMp, adv^oo 4nd rww 
orML*c> ^nrormation yw may tiaed boffi no^n arfl ki i w 
fuluAr Vt^ic priF^ nr our sUm, H ri?iijm rrii» coupw 
ncM ind begin \o ^ventfioe th* "Siirca &^m' 




(^MaV "I ^ O^ 



D EB E 
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AMS 



We rk^vf 4 cf DVf n irtch record » (hrorusaonal 

Mn (Mr aODfttff -M nWMtru irttiM 
U fn Xusiomer Cvt uima »d M jrUKitrriea 
'^f WP ind Mrtct ^off I tUTi or ftfjrtrU. 
JUl your cwnjjulBT iffULiirDmpirs Tram E>rM bucpiiar 
Worruichu'i^ ■>jme &f oduci - Ssmt n"ce" biife 
WKti sfiKitf oltfln aid prooucf nt<trt. 

• VOLVtf 

tiusinhi, f O^rcijriiKi dna GovumrriDrrT 

Fi?fe [ifLiVfHTonDrdeisiTvaifia.vAi, 

on urQcr& unil[;r t!4QiilAT 

• STOKES HATIOfaWIOE- 




Opbwfam 3o_iiwV_B7fcBj(iS[rcfi W£2^ OOBfl 



Sue*, ^UCAHCVK. HAlwi4Ltv f^^i/, Sil'.L>>, KfM, DAM<Dk 

PLU3 SPJhNCHES AT 
OTiSrOL &rttnV'' SI .fm°^ fcrtcir. 027? ?giOZ1 

CPOYDOh 

GLASGOW 

GUILOFOnD 

HARROW 

HJLL 

IPSWICH 

LONDON 

lONDON 
UJIOU _ 
"CAHCHrSTER 
PirWQUTh 
RQMfURD 



[Whw»W-giBM^ SMwHiBd 




SKEFFtELD Oebanlmn 



-MTolmifl wi Cftifl' Flu*] 

DattartiPTO-tH^BrBI Oir^DrQ Sr 

Oe&enlii m - aa pw ' Mhifi BrrHt 
LWistf anB - M FiBcn^ Royil PaiaM _ 



Ptb tftfiaim -n 







SHtFFIELO 

SIOCUP 

SOUTHAMPT ON Oflflttfiwi 
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ateline: J 5th November I 994. It finally looks as if the on- 
going Commodore buy-out is drawing to a clo^e- That'^ 
according to Creative Equipment International (CEI) 
anyway, who have stated that they had reached a 'tenta- 
tive Agreement' with Commodore's llquadator, and 
could be looking to finish off proceedings witNn the next few weekt. 

While this may look to be good news on the surface, action in the 
courts is inevitable, in whJch case any bid CEI put forward can be topped 
by another party- This means that the management from Commodore 
UK, who are still pressing ahead with their own buy-out plans, could well 
step in at the Nth hour and purchase outright control as long as 
Commodore's creditors agree (You at the back - are you keeping up7). 

The cash offer being touted by CEI is good news for creditors* since a 
non-refundable deposit must be paid to the liquadators. effectively guar- 
anteeing these creditors a slice of their money no matter what. 

Unfortunately, those who are left without any guarantee of future 
action are those that stood by the original Commodore for so long - the 
machine owners- While no doubt the drawn out negotiations should 
result in a healthier brand and renewed vigour in their marketing activi- 
ties, it's Still with much skepticism and bewilderment that this kind of 
news is greeted- While overnight miracles aren't expected, positive 
action most definitely is before the CD32 and the brand as a whole slip 



silently into obscurity. 

It is heartening to learn that, if CEI have really signed a contract with 
the liquadator, at least the next step of action will be on the cards- Even if 
Commodore UK continue their bid. a decision via the courts wili be an 
eventuality rather than a possibility, although^ once again, patience on 
the part of the end-user wiU be tested as we wait for the final decision of 
the creditors. 

It must be said that both companies are commited to an ambitious 
future with Commodore UK having plans for a 64bit Amiga while the 
centrepiece of CEt's bid is the fact that it's working closely with many ex- 
Commodore operatives, including the R&D team in West Chester. 
Pennsylvania. 



On a brighter note, it appears that the bundles being sold by 5ilica are 
moving in their bucketloads- The package, titled Critical Zone, is selling 
through at £119, one of the lowest set poin(s for the machine despite 
including seven notable games such as Cannon Fodder, found itself sold 
out within a matter of days after being available to the trade. Fret thee 
not, though, since the distributors have more stocks in, so your local 
stockist will be able to Till his shelves to bulging point with those attrac- 
tive boxes. 
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Fine ART Collection 



he Connoisseur is basically jusi a colleclion of history: art, on CD The fact that there's 
no blasting, leaping or killing leaves a bit o1 a hollow feeing (Bleedtn' PhiNsiinef Bkl of 
colture never hurl anyone... ^ M), and The Mona Lisa gawpmg out at you with that 
smug look on her lace is enough to drive you to frenzied Outron pressing 

There are over 400 pjeces ot classical art stored on the dfsc representing nine dif- 
ferent periods of Art History. These range from early Greek, through iT\e Renaissance 
and right up To the 19th Century, If you're a bit of an art buff, then you may find thai scrolling through all 

the paintings and scutplures ^s quite an up lift- 
ing eicpenence, but for The likes of us largely 
ignorant peasants then it's all a bit much. 

It cant t>e denied that the text accompany- 
ing each piccy and the information offered on 
each of ihe periods covered is educational lo 
a point. However, as ihe CD offers littie els© 
but a look aT the history of an. it would have 
seemed more than pertinent lo have incfuded 
far more hisioncal and factual information 
about the works than is on ofler. There js also 
information about ihe vanous artists whose 
work appear on the CD. but it would be far 
easier, not lo mention cheaper, to pop down to 
the local library and dig out a book. 

You can also choose from ten different 
pieces of classical music to delight your 
eardnjms whilst you glide effortlessly through 
the gallery. ■ 



THE CONNOISSEUR 

Fine Art Collection 
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WORD CONSTRUCTION SET 



I 




r> comparison (o the educational value of The 
Connoisseur this comes out on top by a long way. 
because you're actually interacting to a much 
greater extent, and the )oy is thai this way you 
learn as you play (In other words, Miles under- 
sfoof thisone... - M). 
The Idea is to complete a number of word associated puzzles, 
evenlually constructing a building. There are seven different heaci- 

ings thai the player can choose to 
work ur>de', including Vowels. 
PrerixGs and Homophones. The idea 
0* the game is to help children with 
spelNng. word construction and con- 
lent, yet the pronunciation of the nar- 
rated voice on the game is really 
awful in parts. One voice sounds like 
an Australian Donald Duck, and the 
words that are spoken are 
often really unfathomable. I 
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mean ff I had 'Mest' on my windows, or a friend of mine had Cremp' Td be a little 
worried about what they'd been taking or where Ihey had been. 

(Suff+ce to say. our news hack now writes like a ten year old. Quite an improve- 
ment. Now. if only our favourite contributor would take a look at this. . . - M) 

If you're interested in obtaining either title, give Rasputin a nng on 0689 850 770. 



COMMUNICATOR II ARRIVES 
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he Communfcotor // ii the new gadget to be seen 
with at ihe momeni. Ii curns the CD32 into 3 
proper 2 way computer including Amiga con- 
trolled CD-ROM. 

Through it you can view PtiowCDs, create 
Fr*1V sequences, put together audio presenca- 
lions and a host of other applications usmg the Communicator-, 
Scata- and Hediapoint-dnver. Or it can simply be used as a two vfny 
CD-ROM which ruoi at up to 2 1 000 baud. 

A unique new feature is che virtual CD concept - an idea that 
allows users to conffgare the CommunKtnor Jl in order to boot up 
with ^e most often used program, 
Well, here's what the makers ^a/,.. 

The new Communtcator II soft a/itJ hardware doesn't just add a 
CD'KOH drive k> your system (ai many people think) but it adds a 
complete Amip with 600Mb CD-ROM. 2Mb of RAM and the AA 
chipset CO your existing machine. The additional digital video and 
audio make it nothing short of ipECtacular." 

Interested^ More info can be obtained by writing to; 
Eureeka.Ad&cee£ JO. 6191 PX Beek(L). The NetherUndi ■ 
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TOP 10 AMIGA CD32 T TLBS 
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1 . Util DIvfl 


Gremlin 


£29.99 
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2. Arcade Pool 


Team 17 


£14.99 
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3, Fields of Glory 


Microprow 


£29.99 
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4. UFO 


Mk:roprose 


£29,99 
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5. Super Frog 


Team 17 


£29.99 
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6. Jetsrike 

7. Bubba n Stix 


Rosputin 
Core Design 


£29.99 
£29.99 


CHARTS 
COMPILED 
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8- Simon the Sorceroi 


Adventuresoft 


£39,99 


D T 
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9. Nigel Mansell 


Domark 


£29-99 
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10- Guardron 


Acid 


£29.99 
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GAME 



Another big thankyou to Ndl 

at Bournemouth GAME 

f iQ202)3ll668and 

Marcus ,^nd Robin ai TORC 

SOFTWARE 31 9 W^ion 

Parade. Feltham High Street, 

MHidlese)t,TWl3 48U 
* (0618932100). Software 
^lore. at dwre great siofcs* 
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SNIPPETS 

SATURN RUNS RINGS ROUND 
COMPETITION 

Wizard DeveJopmcini have conie up 
with quite a httfe g^idget for Amig.i 
owners everywhere The Saturn eKfcr- 
nal flopp/ disk drive is bemg reloaiud 
for just £49.99. complete with a lull 
two jrear guarantee and a host of fea- 
tures. 

Witird promise that it'll be com- 
patible witli all CKisting Amigai The 
hardware consists of a high qti^ihty 
Sony disk drive enclosed In a sturdy 
metal case for durablQcy. The 1Mb 
dnve also rncludet an antivirus switch, 
and a through port to alk>w conneC' 
tion of jddition.ll drives. 

For more mformation on this tiifty 
piece of kit. you cm write lo Wu.ifd 
Developments at the following 
address: 

Wizard Developments 
PO BoK 290 
Dartford 
Kent 
DAI 2UH 

HERE COMES THE MASK 

Any avid viewers of ihe Garnet Master 
TV show will bo familiar with Ovttth 
Ma^k Altein.itve Soflvvare .ve to put 
out versions covering all An^iga fof" 
mats plus a specially enhanced CD32 
version. 

Taking place in a vast maze of cor- 
ridors, (he acnon has you blowing 
away huge numbers of evU alion crea- 
tures In a blait-'em-up extravaganza 
For this purpose, a huge range of dev- 
esting weaponary is available to you, 
but there's more to it than simply 
pounding the fire button. Many secret 
rooms are concealed around the com- 
plex filled with goodies to collect. 

WeVe also promised a unjque" 
two player mode in which you can 
work together to defeat the common 
enemy or track each other down in 
the maze and fight to the death. 
Sounds a bJast. 

As we said before, theyll be 
improved graphics .ind sound lo 
delight CD owners and give lesser 
mortals (sorry, I6'bii owners) red 
faces. More news as it breaks, 

Christmas Surprises 

Is It a mts-pnnt? Is it a mistake? Or is it 
really true that the PC extravaganza 
iiibwan 20S0 is coming to a CDB2 
near you? We'll get d>e full expose 
from Microproie *oon - if it is indeed 
tha case, expect to see one of the 
most mmd-blowing games you'll evei 
encounter on your machine Vou K.ive 
been warned. ^- 
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Well, the Formula I season's at an end, and joify exciting it 
was tool Of course, the mud and ice of these wintry 
months brings a different kind of motor racing enthusiast 
out of the shadows — right, US Gold? 

n iti wny from US Gold is a new, tyre churning race-'em-up zo gel 
your gears a-gnnding. Powcrdrivt boasts an impressive SO tracks 
spread across eight different wortd locations from iHe rich kids 
pbyground of Monte Carlo to ihe far eastern mystique of Kenya. 
The game uiilJses a kind of 45" forced perspective viewpDlnr It's 
harder to explain than it is to use, honest! Jusi look at the screen- 
shoes and you'il see what we're on about. Anyway, it makes a change from ^e 
endless top down and from-behind views we're so used to. A little variety never 
hurt anybody' 

The cofnpetitton runs \n i similar vein co the rally championships with races cak- 
ing place over several days and \n different world locations. To add a little more 

diversity, chere^s rally cross competitions and skill tests 
though exacdy what format the latter will take we're 
not exactly sure (or. to be more accurate^ US Gold 
didn't get round to tetling us yet). Those software 
people^ eh! 

The programming team responsible are Rage, the 
people previously behind such products as Worid Cup 
Swk^t To give them a real feel for the subject matter, 
prior to starting work, US Gold actually packed them off to a real rally driving school 
for a day. How that paid off, playabtlity wisen we can't say just yet since we haven't 
actuaify a seen a final copy. What we can wy it chat it's [ikely to look pretty spiffing. 
Each car sprite v«s built up using 36 000 poTygons for ultimate all-round realism. 
Combine this with a wide variety of driving conditions, eg ice. gravel etc, day or night 
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drivtng and a choice of manual or automatic gears and you have a package wrth 
enough variety to please even the most fussy of computer racers. Keep reading 
your five CD32 magazine for the serious gem as soon as it happens' D MG 
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t've always fancied myself as a Nick Faldo. Getting paid for 
strolling around fairways and smacking a few balls every 
once in a while sounds like a jolly fine way to spend a day. 
In fact, being an Editor's much like being a golfer - all 
ours does is stroll around the office all day and smack a 
few heads every once in a while. Sheesh... 

■^^■^^■B «IL folks — ii the moment ii looks highly unlrkely (hac Ocean's 
L ^V ^V M f*CA tum Tour n j|o>ng to make onto CD, However those friendly 
B T A T J ^"^ ^^'^ considerate Brummy types up at US Gold are ready to 
^L A ^^ fulfil all your CD bated dubbing needs wrih Wor/d Cup Golf. 
^^k^^ft^^l As promised in issue five, here's 3 slightly more in depth look 
^^I^^H^^B ac the CD sftorting event of the ^ear. Just take 3 look at those 
lucious screen-shots — v*e didn't |ust video Sporunight, honestly. 

USG promise ii'll be the most technically advanced simulation of its type ever to 
hit the market'. This Is substantiated by its CD-only formar It'll be on fouf other 
CD systems including 3DO and CDi, 'But vi^hy.,,\ you may ask. "... it's only golf. 

isn't itr 

This Is down to the huge 
amount of memory taken up 
by the fjnely detailed graphics 
and advanced level o( artificial 
intelligence within the game. 
Thcre^s no strange and end- 
less wastelands surrounding 
each fairway here, but a 
whole world (or a whole golf 
club, at lease) inside your 
CD32. Just to illustrate why a 
disk version is not even a con- 
sideration, take the PC CD- 
ROM version for instance. 
The CD IS used to store an 
incredible 800Mb of rendered 
course graphics — and that 
doesn't include any of the 
J ■ J ^^^^^^^^^^^H presentation screens. That lit- 

^BSI »■ vi» ^^^^^^^^^^^^^1 ^'^ '^^ alone a few 

^^^^ ^^^^^^^^^^ hundred floppier! 

Th« spec was to put together the most realistic goK sim ever and. when you're 
up apinsf the likes of t^e PGA series, ihat's no mean task. 

bcensed by the World Cup of Golf Licensing Body, seven of the worlds most 
famous courses, all fatiHfuHy reproduced using a highly advanced ID modelling utihty. 
are incon>orated Up to 64 human players wrll be able to participate m any of the 




WoHd Cup Gotf is sup- 
posed to be the golfmg 
game to end 'em all. 
and. looking at these 
shotS) nobody here'* 
arguing. Tell you what, 
if you get bored of hit- 
ting balls around, just 
eat some sarnies in 
front of the monitor - 
a country picnic with- 
out leaving the house! 
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games I S tournament modes or in-built World cup. 

Worid Cup Gofl"shouid be ready for release next month to coincjde w*th the 1994 
Wodd Cup compecmon so check 
next issue as we decide whether it 
hits the fairway or lands m heavy 
rough. ~ MG 
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There is quite a history behind this programme and the 
Amiga CD37 version has been on and off for a long while 
with even development changing hands a good few times. 
The GOOD news, however, is that is it due for release 
before Christmas,.. 

bet you didn't know that thii game «ai originally tommii^ioned 
by Microproie but although ch^ were more than pleased with 
the development of the game, the^ were eager to get the pro- 
gramme oui and eventually dec^ded to drop che programme. 
The main Idea of the game stayed at Microprose and 
eventually we saw Oog/ifht. 
Mindicape stress this is not a flight simulation, although the visuals 
and engine are modelled around a nm. Thi£ ii an arcade action 
fast moving battle in the iky game vvhere the player onfy needs 
CO take into aci:ount a limited number of controls to be able 
to manoeuvre one of the many aircraft on hand. The game 
has many features and set upi that include a two player split 
screen. 

There are four different time lones *n the game, each 
presenting the player with appropriate planes. World War I, 
World War II. Present Day and in the year 2020 in space are 
all featured. The whole idea Is simple: just go out and enjoy 
yourself. From taking off to flying (there are no ^11 blown mis 
sions), just shoot down the enemy. The controls are simple but actU' 
al tussles with the enemy, who are hrghly intelligent, and not getting shot 
down before you reach your own ob|eajve is a lot harder. The set up screen 
allows choice of time zone and there are 4 planes in each section to select from - 
biplanes to Spitfires^ FIS and some Elite Styled ships. Each of the planes is visually 
modelled on the real tJiing complete with sophisticated cockpit (most of the dials 



are computer controlled). Dopfrgfit from Microproie stilT leans towards a sim but 
this rs all out action. Ths really looks the part wrtti superbly coded 3D graphics wi^ 
light shading, a full scale environment that vinll take you over 10/20 mtnutes to fly 

without hindrance from one corner of the map to the other (In 
effect, theoretically about 40 kilos!) The flight engine In 
the game ii comparative to any other flight sim it is 
only the snip4e ejiccution that is different Even 
rf yoii thought that Stnke Commandtr and 
Oogfrfht^ wrth [ti lush graphics and (and 
masses and buildings, looked good. well. 
Eh>s hai the same pleasing visuais. 

Not only do you fly solo but flying 
stunts are part of the ingredients of the 
game and at the end of each action filled 
section you will get a full breakdovwi of 
the way you have fared The more fancy 
the stunts and n>anoeuvres the better the 
message, and you wfll find that the enemy plans 
will constantiy be updated, their tactics pertaining 
to what you do Going for a pure Dogfight, an air race, 
where two players must either make it to a certain point on 
land or a earner are two of the themes. The race element is complicated by the 
ftia that you may have more than one location to reach and you will not know 
where subsequent points are until you finrsh each task, a bit Jike orienteering. 





MC 


UHB 


J 




J 


at 


•OT 


M 


■^ 1 




. 1^ 


' \ 


k 






• m. -• "2 


t^ 




i*;^^ 


.'•'^ 


^^P^ ^ 

L ^^^ 


►r^^ 




' 


P 












k 




I 


^ 


^j 






!S 









M 




E 


J 


Colly - look at all those options! Seriously, folks. Evasive Action cer- 
tainly looks like one to keep an eye out for, especially with it*s cool 
split screen mode. 
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There ii evon n quJck game of tng where you muse hit j'our opponent with a bullet 
first. You can sec the timer from a minute to an hour for this element, while the 
game (s further complicated 2S after each set time the roles are reversed, so, if you 
do not catch the enemy then you arc chased instead of leading, There are three 
games mside of the time zones. First bloodn f3r;t hit or completing a task like landing 
first. Hore options are being added as you read chii. Because the game Is not mission 
based, it revolves around a rota of varying computer controlled priots: each will have 
their own attributes giving a wide range of challenges. The enemy logic wrthin the 
code is very high and can sense where you are heading and whether you are finng off 
bullets and missile^ and will then act accordingly. The stunt element is the added 
bonus for i^. for instance, you are hit but can still stay in control you will be rev^rd- 
ed by 4 complete repair while in the sky if you perform a clever manoeuvre. 
Constantly landing and rearming within the timeframe of a battle is allowed. The 
cockpit with altimeters and about S important dials including a brilliant radar window 
where you can see the enemy in full detail ensures that this requires more than 
waggling the joypad to succeed. 

As you can see the details of the game is very impressive but if you find flight 
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Uon Lost Kills 




Ah. the raster icr^en. Simon's obviously a dab hand at this sort of 
thing, with three wins over the hapless Neil. The versus mode is a 
mjor part of the game, almost worth the asking price itself! 
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sims too hard but want a programme that offers nil the features of a sim with ease of 
use, then £«TSft* Aaion is it. To fly the phnes is very easy but compleiing 3 mission is 
a tough and compelling challenge. This offers the shoot-em-up player an environ- 
ment as yet unrivalled but for the ardent sjm player with sptit screen you have to use 
your skill to the full. 

According to Mindscape, this Is an experience not to be missed and Evosive 
Action is the first programme of its type to cater for arcade and stm players We'll 
just have to w4 It and see.., ■ DDF 
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■^^■^HB e've had beat-em-ups and Kung Fu games, but 
t^V^Vj none has been based on the real thing. Neil Axe 
^f ^f ^might not sound like someone's real name but 
^L A ^H honestly it is! For the first time ever, you are 
^^^^^^H about to experience a beat-em-up cum martial 
^B^^B^B arts game that is true to life. 

Gone are pooli of bk^od, anm and legi lying off around 
ch* scroen.Whac you see is what you gm. The four char- 
acters in the game are 4 real people and the master 
blaiier of them all is Neil himself. Having met him 
at Che show and not having heard of h(m before. 
Millennium grabbed his name for what they see 
ai a unique licencen I was not aboui lo argue 
with ^ guy who has mastered every martial 
art under the sun He's a black belt, and has 
mastered Kung Fu and an assortment of other 
ttytei that sound more like a Chinese menu. But 
once you've sat down with these four chappies. 
youVe soon transformed into cheir spiritual world, 
where the essence of what they do is to balance the 
physical with the en>otionaL {You've finally cracked, haven't 
yoM Del bo^? -Mark), 






The designer of the game, Chris Elliot, 
spoke in depth about the game. 



"What makes this different from the other games is that it is the first expert licence. 
What we have done is, rather than design a beat-em-up, we've gone to a profesiional in 
the ^eld and licensed them to essentially capture more of a martjal arts simulation. 
Would you design a Aight simulation withouc using the expertise of a pilot? No, of 
course not. This isn't a case of getbng in a few Hollywood extras for the graphics, it has 
been designed from the ground upwards, 
wrtb Neil and his other Instructors m 
order to gjve us a degree of auihenticit/H 
which I do not feel that other similar 
games have had. The animation and look of 
the game is very important and you will be 
easily able to spot all of the 4 withm the 
game for we have ensured the^ look real. 
We have not Lsed blue screening tech- 
niques but we have shot lots of video and the animators have uied this as reference 
material to ensure that the moves look and respond correcdy Basically we have roto- 
scoped rather than chromo-keying, 

"I want peop!e to see the programme more than a mere beat-em-up cum martial aru 
experience. Beat-em-ups are about fantasy, thli is more about reality for rt is based on 
real people, real places and real events. There has obviously been some artistic licence 
but we are dealing wrth real people, I cannot really convey that enough. Moves that are 
made in the game are ones that are execuud by the individuals themselves. Okay some 
might look abnormal to most but you must realise that the 4 have trained for many 
years, so what you see has been recorded and it can be achieved! You have 
no spotting fire balls, heads coming off, etc etc. That's all been done before 
and to do that would place us against Monol Kombai and there is no point. 
What you will get from Moster A^e will be a unique experience, even a 
learning one. 

"in effect you still have a fighting game but it is done In a more realistic 
way. SWiy <lo you need to have strange creatures and invent scenarios 
when reality is as interesting^ The aim of Che game is to convey how 
mpressive the technrque^ are in true life. If you were to see the real guys in 
actron» you wouid be very impressed. They do not mess around but by the 
same token they only use the minimum amount of force required, chat in 
essence is what chey teach. Some of the moves they execute might not look that 
great, but why go over the top with showy moves when a simpler one could be more 
effective? Put it another way. if you were to fece these guys you would not last S 
MGonds and their subtlety m achieving the end result is truly fmpreswe. They do not 
Jump around screaming but weigh up each situation. 

"I guess you want to know a bit more about the actual game. There are four ele- 
ments to AliJSier Axe. You have a training and practice level which is based on the Agi 
Academy which is Nell's own martial arts school. In that level you have the opportunity 
to select which type of sub game you wish to piay You then decide which character you 
wish to assume. The practise level is important for you muse learn moves to acquire 
them, so betommg an expert with the Joystick/pad is essential. Once you are happy with 
your controls and have gained the combination moves you then go on from there Co one 
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of the other three game cypei^ The 
Endurance USA i% based on the coait to 
coa« cycle marathon which the four guy^ 
did in real life. What thit doti ii to take a 
single character through eighc locations 
facing up to eighr different opponents in 
varying Soiei across the US. The thing 
about this i^ chat it i% an endurance section, 
so defeating one or two opponents may 
appear easy but beating all eight 1$ ^r 
tougher. You must anticipate things and constantly ensure you do not go over the top. 
you must keep calm and use the minimum amount of force to win through. Take too 
much damage early on and you will not last the whole course. This section is a mirror of 
what the guys did, for they sparred with various top people on their travels - we have 
just added a bit of artistic licence. One thing you must take into account is that each 
player has their own styte io It is a case of choosing the one you can associate with. One 
may be strong, tf>e other fast and these atoibuies reflect the players perieccly, Mick for 
instance is the top kick fighter around whilst Roger is primarily a grappler Neif and JuMan 
are medium range people. 

"You have an clement of a game called Spiritual Warrion, where the idea is lo fight 
your dark side. This is to reflect the idea of overcoming the Dark forces within yourself. 





which IS an important aspect of martial arts, self discipline/self mastery, By doing this suc- 
cessfully and defeating yourself, you get access to the top range combination techniques. 

"The final bit is the tournament level where we take the opponents from the cycle 
ride and go into a series of frghts. From eight competitors you move down to the final 
two contestants. In this mode you have a two player option. This is not merely a case of 
winning an individual frght but one of caking a team through to the end. You win or lose 
on the final team score, so selecting the right character to fight with is important and by 
this time you should have a good understanding of aH the characters. 

"Well, that's it apart from saying that NeiJ has been very involved v^th the ^me and 
although people may not have heard of him he is verf famous in the USA. Even people 
that have met and fought the famous Bruce Lee regard Neil as one of the finest expo- 
nents of his art in the world and you can^t say more than thai!" ■ DDF 



The DETAILS and INSIDE INFO on the 4 personnel in the game 



X 



Personal File - Real Name 

Julian Carlino 

In game name - II Capo 

Born: Year of the Fire Horser 

Height: 5" 1 1 

Eye Colour: Hazel 

Zodiac Sign: Gemini 

Weight: i90lb 

Hair Colour: Bp'own 

Favourites 

Food: Pasta Carbonari Muitc: Prog 

Rock Movie: Silent Flute 

Hobbles: Skiing. Computers 

Special Abilities: Bt.idc Smuhmg S 

field Archery 

Fighting Style: Kickcr 

Martial Grade: 1st Degree BLick Sash 

Most lethal technique: Rising Knee 

Strike 

Most Prized title; The Mm M^igairne 

Chinese weapon Form Champion 1994 

Martial Arts Training record 

1981 - SmthsTangSooDo 

1982 - A mths milrtary unaimed combat 
1 9SS - date Axe Kar Kuin/ Axe Family 
Fist 

1 935 ■ 6 mihs Aiemi Justu 
1 982 - 1 8 mrh^ Sipniki Kung Fu 
1956-3 mths Wing Chun 

1 987 - 18 mthi Fon Moor Kum 

1988 ■ I mih American Go|ij K.irnte 
1988 - I mth Limn Lama 

1992 - 4 mihi Seven Si.ir Pi eying Mantis 
Kung Fu 

in add'i'on to 0>f} obovc. he hanoken 
many ieminan and haurt^i ot home & 
abioad 

Message to the Mas£«: It i& better 
> dt^fniMwIy pr(?v4*ni than it is to 




Personal File Real Name - 
Roger Moore (yc^ it* true) 
In game name - Reaper 

Born: Ye:ir of the Rooster 

Height: 6' 0" 

Eye Colour: Giecn 

Zodiac Sign: Arie» 

Weight: ISOJb 

Hair Colour Blond 

FavooHtei 

Food: Steak & Pnwns Music: ClaisicaT 

Movie: Last Of The Mohhcaas 

Hobbles: ^iing. rock climbing 

Special Abilities: Pistol Shooting and 

Body Guard 

Fighting Style: Grappler 

Martial Grade: l«t Degree Black S^^h 

Most fethal technique: Reaper and 

Sleeper Hold 

Most Priced tide: The Qnush Full 

coiit^ict Sport Nunchaku Chnmpion 

Martial Arts Training record 

1981 -4yrsJudo 

1985 - 2 yri Lau Gar Kung Fo 

I9B7 ' date Axe Kar Kuin/ Axe Family 

Fist 
1992 - 6 mths Shotokan Karate 

1992 ' 6 mths Thai Box.ng 

1993 -6 mths Boxing 
1993 ■ 3mthsAikido 
1993 - 3 mths Savaie 

1 993 - I mth Jeei Kune Do 

i'i ad(i\Von fo the above, he has taken 
many ieminots ond Ifcturei <n home & 
abroad 



Message to the Masses: When 
there i^ nn ju&ticc, thcre*^ just us 




Personal File - Real Name 

Neil Axe 

In game name - Master 

Axe 

Born: Yc?r of the Snake <on cusp of 

Diagon) 

Height: 6'2'^ 

Eye Colour: Hazel 

Zodiac Sign: Aquarius 

Weight: iBSIbi 

Hair Colour: Auburn 

Favourites 

Food^ Ternakk" beef A Hn*3ian Rice 

Music: Sk.i Movie: HigTihnder 

Hobbles: Sanon History & Blues parties 

Special Abilities: Sky Dived 3000 ft & 

Ab^ailed 180 h 

Fighting Style: Ti apping (close ^Upi^ - 

tei i fighting) 

Martial Grade: 3rd Degree Black Sash 

Most lethal technique: Fish Hook S 

Neck Lock 

Most PrUed title: Spiritual Warrior 

Award 1989 Lai Vegas International 

Martial Arts Training r«cord 

I98S. 1990 

Studied Karate based self defer>ce 

Lau Gar Kung fu ■ Wado Ryu Karate 

Shotokan Karate ■ Boxmg ■ Atkido 

Judo ■ Tbai Bojfmg 

Wing Chun Kung Fu -Elody Guard Course 

Atcmi ^utsu Karate - Shoot Boxmg 

Fon Moor Kuin - Kick floxmg 

Lion Dance Course - Ju Jitsu 

Lau Gnr Kung Fu - Boxing 

|udo - American Goju Kai'ate 

Okmi-^wa Te /Lima Lama 

lo add'Voo to the above, he Uas taken many 

ieni\fu}iy and i^tatci at hoific & abiootj 

Message to the MMses: Never in 

anger will you find hnnour 



Personal File - Real Name 
In Game Name - *.l.\n:.;siM 

Bom: Year of the Rat 
Height: S 10" 
Eye Colour Brown 
Zodiac Sign: Scorpio 
Weight: I SB lbs 
Hair Colour: Bbck 

Favourite* 

Food: CuTied Goat and white rice 

Music: Roots 

Hobbles: Domtnoes. Blue^ parties 

Special Abilities: Tactical drrvkng, 

psyche 

Fighting Style: Puncfior 

Martial Grade: 3id Degree Black Saih 

Most lethal Ccchnit^ue: Uzi upside yer 

head 

Most Prized title: The ICKF 'disputed" 

World Champion 



Martial Arts Training record 

1968 'date Boxmg 

1970-1 yrjudo 

1971 -^mthsAikido 

1976 - 2 yrs Shokotan Karate 

I97S- I yrTaekwondo 

1979 ' 9 yrs Lau Gar Kunj Fu 

1 986 - date Aite Kar KiinV Axe Family 

Fist 



In addition ID the above, he has token 
mony iemrnar% and hcui'ei at !>ome & 
abroad 



Message to the Masses: Thorn that 
can't hear, niitsc feel 



□ 
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You bought the last issue of everyones favourite 
CD32 mag. You gaped at the reviewed, you played 
the cover CD, you recieved the shock of your life as 
your eyes fell upon the most corking offer ever to 
be offered by a computer magazine. And guess 
what — it wasn't just a one off either! Read and find 
out about this months fantasticd deal to chase 
those game-lacking blues away, 

hat do you know, and we know, yet the bulk of high «reet ^lore^ seem 
bl<sifijlly unaware of? The very large quanmy of CD32i Out theren just 
waiting to be fitted up wuh n\any and varied games. Ridiculous, isn'i \i'. 
Yo[» can walk into a ihop and see PC games. Mega Drive games. SNES 
gamei. even Master System garner, yet naff all m the vi^ay of CD32 Stuff, 
It's a crying shame ti you ask me. 

Luckily for ^ou Iol we at CD32 Gamer are commrted to bringing you not only the 
best coverage around, but also the best games' That's right. After overwhelming enthusi- 
asm over the lamborghmi Amtncan Chotlengt offer, we've once more tearried up with 
those very nice people at Titus, You can now order next months Issue for the normal 
cost of £4 99 complete with amazing, thrilf'packed cover CD featuring great PD and cru- 
cial game demos. Or. you can pay an extr^ fiver to recive all that plus Titus' immensely 
colourful platform caper — Quik The Thunder RabbiL 

Yep, after the petroJ -powered action of last months oflenng, there's a cutesy, Cuddly^ 
^nd sfightty carroty theme this tin>e around 

Actually, that's not strictly true. It's the lack of carrots which is the problem, and 
that's where you come m? 

Qujk IS the bravest and fastest of all the rabbits and only he. with a little bit of help 
from you, of course, has got what it takes to save the day The problem, you see, is that 
the rabbit tribe's carrot supplies have vanished. Far away to the north lives Quok the 
sorceror. In his posession is the Ultimate Seed — this rr\agical item is capable of produc- 
ing all che carrots the rabbits need, and is their on^ hope of survival. So. off Quik sets, 
into a magical, colouful world packed with platforms, secret rooms, collectable items and 
numerous cute baddies to avoid or blat. A constant lookout is required, for the frud 
found littering levels. If Quik fails to keep his stomach topped up he'll die of starvation 
(even super-heroes have to eat). 

Well, what are you veiling for? That's thirty smackers worth of game for less than a 
trip to the cinema and a bag of chips — and it'll last bnger. too! 

To guarantee your copy* fill in the order form and send it to: 

CD32 Gamer- Quik Offer 

Paragon Publishing. 

Freepost<8HI I 2S5) 

BHI JBR 




Quik goes into his all-conquering spin atuck. Does it remind you of any- 
thing? Well, never mind — he can be youri for the paltry sum of a fiver. 
Now if that doesn't make sense, tree, ht>w| below crane! 




ORDER FORM 



I WOULD LIKE TO ORDER 

COPIES OF AMIGA CD32 GAMER 
WITH QUIK THE THUDER RABBIT 
COVERMOUNTED AT i9.99* PER 
COPY, 



TOTAL AMOUNT ENCLOSED £ 

*Post;age and packaging is free. 

• Subscribers should include payment for just 

£5 to get the special offer issue. 



Method of Payment (please circle) 
Cheque* Postal Order* Access* Visa 
Credit Card No. 



NAME 



ADDRESS 



./ 



/. 



/ 



Expiry Date 



./. 



Send this form to AMIGA CD32 GAMER -8 
PARAGON PUBLISHING, FREEPOST 
(BHI I2SS)BHI IBR or ring our hotline 

on 0202 299900 



POSTCODE 



TELEPHONE 
SIGNATURE 



Please make cheques payable in pounds 
sterling to Paragon Publishing Limited 
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After being widely applauded on other formats. Beneath 
a Steet Sky makes its appearance on CD32 complete 
with CD enhancements and none of that 
horrific disk swapping which so plagued the standard 
Amiga versions. Armed with the abilities to examine, 
use and talk, we sent one of our trusty gaming types in 
with instructions to review! 






here ychj are. happity f^ing above the seething ma^t of Union Cit/. on 
your way home You're one of the lucky ones — you don'i live in the 
degi^dation and inner oty squalor ot ihe metropolis, but in the 
dusty wastelands beyond ic& bounddr»» h may not be the mott 
acti active place on Earth, but 3t least there's space to move 
dbout Sadly, chis i&n'c a ddy to be flying over the cicy, esf>e- 
cally if your hther just happened to be very closely connected with the 
corrupt and sinister security organisation that keeps the population under 
a shroud of fear. 

The helicopter is thot down and cr^&h-lands on the rooftops (the 
city's buildings are so tightly squashed together to save floor-ipace that 
there's far more roof area than there is ground) Escaping from the 
wreckage, you're greeted by a rather hostik welcoming committee but 
manage to duck mio the nearest doorway, avoiding a shower of Jead. 
Thinking quickly, you climb up a rusty old gantry to wait until the beat 
cools down. While hiding ^ou overheai a conversation between one of the 
security men and a technician Someone, you learn, is out to get you. You 
must escape from the building and make ^our waj' out of the city, back to the 
'Gap' — the badlands outside the city watli. 

It's then a case of searching the various screen* for useful items, communicating writh 
the many different people who inhabit this strange pbcc jnd solving the many puzzles 
that await One of youi inam problems will be getting to the ground floor. After the 
crash (he whole buiidtng was put on security alert and seaied off. That means there's no 
power to any of the elevators! 

The mam charactci i> moved around by pointing and clicking an on-screen arrow. 
Under normal circurnstances the arrow Is simply a pointer but certain hot-spots' on the 
screen cause Tt to change If it changes to an exit icon, this means you can leave the 



screen at that position. Sometimes a word will appear next 
to it. describing the object it's pointing at Most objects 
won't register and are simply part of the scenery, those 
which do will, more than likely, have a use somewhere. 
Having discovered a hot spot, there's two things you 
can do- Clicking on it with the red or green button 
will make the character go over and examine it. Hell 
then give a brief description. The ydlow and blue but- 
tons are the action buttons. Click with one of these and 
the hero will manipulate the ob|ect in any way he can. Some 
things, iike switches, can easily be flicked. Others, like locked 
doors, might need to be used in conjunction with another object you've already found. 
Move the pointer to the lop of the screen and your inventory wi*l appear. Each item Is 
represented in icon form. Highlight the item you wish to use with the current problem- 
atic object using the action button, then drag the pointer to the appropriate hot-spot 
and hjc the action button. If your idea was correct, you'll see the results, if not your 
character will just look at you and shrug. In ^ct. it nuy not sound all that major, but sim- 
ply having the examine and action buttons rather than having to select LOOK AT. PICK 
UP etc from a menu makes the game flow lo much more smoothly. 

If you check out the inventory right at the start you'll notice it's empty apart from a 
Single circuit board. A quick examination of said electronic component (inventory 
□bjects can be examined in the same way as screen hot spots) teils you Jt's Joey's per- 
sonality, Joey IS a droid who'll be happy to help you out on your quest — but first you've 
got to find him a robotrc body! 

Once he's up and running, Jc's good idea to lieep talking to him at regular mtervals. 
Having examined an apparently useless Hem. you may be presented vflth the option of 
asking Joey to check it out. With his robotic gadgetry he's ^r more equipped to deal 
with certain problems than you are. In fact, conversation is a very important part of the 
game. To speak, click on the appropriate character and youVe presented with a list of 
possible questions to ask. These are often based on infornucion you've gained pre- 
viously. Yoo must try to find out as much as possible from each person 
you talk to. ThiS way you'll be able to learn more from the 
characters you meet later on. 

By the time you actually get to 'later on", youll need 
all the hints you can get. Although a actually staru off 
pretty straightforward, there's not what you mighc 
call a steady learning curve. Playing rt is rather like 
walking the length of Cambridge municipal swim- 
ming pool. Starting at the shallow end you feei 
quite confident as the pool gently sJopes. getting a 
couple of inches deeper with everf step. Then, juit 
over half way, the floor gives way and leavei yoti 
thrashing about in the icy depths. It's not much of 
an analogy- I know, but you get the picture. Another 
gnpe IS the h<x that some of the hot spots are a wee 
bit small. Useful rtems aren't always immediately appar- 
ent on screen and combing' with the pointer is some- 
times arduously necessary. Fortunately, this doesn^t occur 
very often, but when it does it can drive you up the wall. 
Actually I've been a bit unfair. Starting the critique bit by moaning 
about a couple of the games few shortcomings might give a false picture since it real^ is 
well smart! It gets its hooks in straight away, and won't let go for qurte some lime. 
Sometimes the plot gets a bit convoluted but you can generally keep track of what's 
going on, though what to do next is usually rather more obscure. Actually, I'd be sur- 
prised if many people get through the whole game without any help at all but don't let 
that put you off. If you do come to an apparent dead end. a little hint is all it takes CO 
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The towering structures and seedy 
suburbs of Union City hide a dark 
and sinister secret. 
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send YQv bounding ahead once more, Tm sure well five y&u » 
pbyers guide m che nexc couple of issues ^^ If j^ouVe lucky? 

Perhaps the most significant (only) improvement over the 
A 1200 version is the speech. Whereas before, all conversacions 
appeared as text on Kreen. now you can actually hear what 
everybody says. This adds greatly to the atmosphere despite the 
motley seleciion of dialects on offer. Talk about your mutti-raciai 
society — there's Yorkshiremen, Brummies, Australians, Belgians. 
Italians, you name it. Funny how the heroes always seem lo end up ai 
wejl spoken Americans though, innit^ One of the best bits is the constant 
barter with the moaning Joey^ He can be a right Little swine, but we luvs 'Im really! 
Unfortunately, there's a slight pause before each section of speech is accessed, and this 
can be annoying during long sessions at the monitor. Luckily you can choose to have text 
only which speeds up game coniiderably. That sald^ (here's still a few seconds pause 
when moving from one icr«an to the n*xt Any Amiga veterans, however, will find it a 
breeze after all that horrendous disk swapping malarky of the olden days. 

6AS5 doesn't quite match the charm and laff factor of the Monkey hiand games 
Despite their age. they're stilJ the yardstick by which all other shall be measured 
Unfoaunately neither has yet appeared on the CD^2. In thetr absence, this must go 
down as the best CD adventure about- It's got some great back drops, superb animation 
and the game itse^ as sprawling epic that plays like simplrcity itself. Go out. buy rt. pEay ic 
erm . chat's about ft really. Can I have another go now? ■ HG 
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Hfrc wcr arp in the travel agency. 
The buiiding in which our hero's 
tr^ipprd is lo huge you nood to buy \ 
lirlfi-t just to (r^tvcl to the ground 
floor* A ^w^ft word with the travcf 
Agi^nt will sort you out, though 
there'; tonif'thing ccidedly dodgy 
i^bouc ihm particular chap. Take a 
luoU at the icreenshot. Everybody in 
Ihr office h.is had ii look and tlw 
general conccncui of opinicin it that 
he's wc'aring no trousers — com- 
pletely devoid of any garment per- 
larning to the lower regions in fact. 
Ptrh^ips one should avert one's 
(7es. My wnrd — isn*l that 4n inter- 
esting looking globe? 




Mill .41 








-* 



I 



Mry. who's that shady looking bloke, hanging aboiiif m me Tocfter room? 
Some slimy tow-Me on the thieve, Til wager. Well, not really. In the won- 
derful world of computer adventures you can do far worse than sifting 
through things like private lockers, drawers and cupboards, Bui rerpem- 
ber kids - these are trained computer sprites. Don't try these things at 
home. 



Here we have that unusual situation of a computer game within a com- 
puter game. Should you sit in that chair (having already inserted the cor- 
rect stolen ID card in the slot, of course) you're taken into a surreal VR 
world in which several strange puzzles must be solved. Successful passage 
through the game provides you with more vital info to help you in your 
quest. Just like in real life. 
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iTou'll meet many people 9% 
you work your way through 
the game. Not many of thenii 
however, invite you bach to 
their place *for coffee*- The 
owner of thii particular pad n 
rather a Tri^htening woman. 
Get what you want from her 
Chen get out iS quichly as pos- 
sible. Otherwise you may not 
get out with your innocence. 
Actually, whoever wants to 
stick around with such nasty 
decor probably deserves 
everything they get. C'mon ^ 
just look at that sofal 





*'By the time you get to later on' 
you'll need all the hints you can 
get. Although it actually starts off 
pretty straightforward, there's 
not what you might call a steady 
learning curved 




Dummies, ehf What on Earth a load of dummies doing lined up in a 
church? Just another of the mysteries which needs to be solved in the 
course of the adventure. Til bet that one of those dark and foreboding 
dorways hold« some kind of clue. Quick, lei's get in there before some- 
one comesl 




Yikes - J've heard of having a skeleton in the closet, but having a dead body 
in every cupboard is just ridictilotn. Is that a disembodied head in the far 
right doorway? Haybe it would be a good idea to leave. After all, we don't 
want to end up like those poor people* do weF Alternatively, how about a 
little Lie down? Things always look better after a good night's sleep and 
there's a bed right there- How luckyf 






n' 




Joining the nightclub is cru- 
cial as certain members of 
its slightly dodgy clientele 
have information vital to 
your escape bid. 
Unfortunately the bouncer 
is a big, rude and extren^ely 
unhelpful fellow (hmm, 
founds like our Editor) and 
probably won't let you in. 
Try complimenting him on 
his shoes {if you can bring 
yourself to do it). Flattery 
towards thickies can be 
your greatest weapon on 
these occasions. 



PLAYER 

SKILL LEVEL 

I SAVE POSITIONS 

Codes eveiy so often. 
CD32 ENHANCED 

Loads of extra speech. 



PROS: 



SOUND 



All the locations are very 
pleasant with plenty of 
variety. Some of the characters are 
worth a chuckle if only for their mad 
accents, Gameplay wise, the puzzles 
aren't too obscure; very rewarding 
when you get one sorted. 



CONS 



I Some problems might 
require a bit of help and, 
despite the CD format, 
there's still a noticable delay as each 
location is accessed. 
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Imagine a cross between Indycar racing and Mad 
Max and you'll be halfway towards getting an idea 
of what RoadkitI is alt about. Mary Whitehouse 
sympathysers, please turn the page. We're about 
to indulge in an orgy of carnage, death and 
destruction, all in the worst possible taste! 






hat can I say' Thi^ is a game-style which belongs firmly m I9&6. 
HoAevei, ic'i been picked up by the ears and dragged into the 9(h 
*nh gieai presentation something often overlooked on simple 
action ^ainei and ^ome senoui 'eat fead, sucker" action The f MV 
sirl« lendeied intro is qurte unexpected and prercy blimmin impres- 
sive. It must be ^did. Although \t only uses a small amount of the 
screen are^, the last ,ind Aeil defined series □< crashes and smashes are very smooth 
indeed, iii dlio i Dlt ^r uesame. for iniunce. one scene depicts a car hitting a crash bar- 
rier, flipping over anc} rolling sev«iat times in the load. The driver emerges from the 
cockpit, looking a bit shaken. ^Iimb& out and cohapses. Secorids later, another car roar^ 
past- ploughing into the unfditunate victim and a big slop of blood 
splashes onto the screen accompanied by i mean sounding voice 
anouncing It's Showtime Pretty bad taste, you inight think. Well 
— that |ust about sums up the ^atne, It s Ji;ashamedl^ violent, and 
quite blatant in the way it paints the mauling and killing ot (ellow 
human beings as a cool thing to do Such samples as Take his life' 
as you scream up behind ar opponent with missile lock-on really 
get the adrenalin going 

The basic idea is of a suollmg ^upvupnnt. oi i violent Mkto 
Machmti. Tracks are viewed ^e'Crcail^ from above, with you and 
the other eight i acers beginning on a staggered starting grid. The 

first car to con^plett five laps is the winnei. That, however, is where the Svpcrsprtm 
comparison end^. This is no sporting competition where the competitors shake hands at 
the beginning and congratulate Che winner at the end As ^oon as ^e green l^ght goes. 
It's ^rst to the timsh and anything goe^ in between In (act, being the only one to the fin- 
ish would be preferable! To this end theje are Loads of power-ups tytng about on the 
track, Rockets which just fire ^tiaight ahead, missiles which home m on their targets. 






You ve got to be a bit careful with missiles though Should you fire one just before a cor- 
ner It's possible that the missile will target your own car as you come round — highty 
infuriating! 

The tracks are all pretty well thought out with corners just sharp enough to give the 
inertia riddled cars a tough |ob of getting round yet without being frustratmgly tight 
There's also car power-ups to be had. luch as ftster acceleration. Add-ons get more var- 
ied the further through the game you progress, with i i available in all. 

Other cars have a nasty habit of giving just as good as they get 
with their own on-board weapons. They're also very keen on 
bashing you into the many on track hazards. These can include 
mines, spikes in the crash barriers and wall -mounted laser can- 
nons. Contact with anything wiFl reduce the oh-so-tiny power- 
meter. &ash it down to zero and il'f (he end of the race for youl 
Fortunately, you get three lives to pfay with If your energy's low. 
a quick v^sit to the pits will sort it out but this wastes valuable 
seconds The pits are usually located somewhere near the 
starting grid. 

Various snippets of sampled speech add a great deal to the 
overall feel of the proceedings and spur you on to more violence against other drivers. 
The more 'roadkills' you notch up, the more points you can gam. Destroy a certain num- 
ber of opponents and you'll get the big jackpot. This vanes between levels and works at 
follows Destroy the designated number of cars (usually about four) then, when the pck- 
pot message is given, you have a limited amount of time to get one more car. Do it m 
time and you can receive upwards of SO miinc}fi pointil 

The whole thing's w^ry reminiscent of die age old LED Storm, especially the tracks 
which are suspended high above the ground — an impression admirably given by the 
neat parallax scrolling. In fact, it all moves at quite a rate — not a staggering achievement 
considering the hartJware. but H does make it seem a brt tricky at first. Fortunately for 
U5. m a rare moment of compassion, the programmers have included clear [rack maric- 
mgs to indicate upcoming t>eridi aod hairpins, k still would have been nice If the car 
didn't appear right in the middle of the screen. Moving it back a bit would have gfven you 
more of a chance to see what's coming up. 
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Only two roadkills in that last race, 7hat's not what the spectators want- 
They come to see blood- Also you get bigger bonuses the more people you 
put out of their misery. 



Uh oh. Ninth out 
of nine coinpeti' 
tors is not reaJly 
the kind of prfor< 
mance which wins 
championships. 
Still, if you can't 
beat 'em by fair 
means, what 
about foul- 
Concentrate on 
getting yourself 
well stocked up 
with missiles and 
rockets- 
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Bonus ramps usuaNy lead to a selection of collectable^- They also enable 
you to jump clean over otherwise hazardous track sections such 3S nnine- 
fjelds. which pop up later on. 



T^ rrr pt^ PTT'Tif^'^r^ f^ >" 



Racet are nplic into Four events: Turbo Death Challenge. Maxirnum Overkill Grand PriK. 
Badlands Mega Smash and Roadkill Eliminator, Each Kas (hrec courses and a password at 
the end of each event The codes themselves are a great blessing as things go from hecuc 
lo chaotic In a fnghiemngly short space of time and a lot rejcs on learning track layouts 
— especially those with hidden shortcuts. 

Obviously people who feel scrongly about the vioient nature of so many computer 
games v^ll dislike this with a vengeance. Everyone else however, wJI |ust lap it up. It's a 
throw back to tfie old days of all-out arcade action. Boasting the kind of guf-wrenching 
playabtlity you only dream of. Rood ^W astonishes with it's outstanding, adreneline-pump- 
Ing action. The most exciting and addictive release I've seen all year and a superb follow 
up to Guofdiflnr Can Acid do no wrong^ Great, vjcious. nasty fun! ■ MG 






AMIGA CD32 GAMER 



ISSUE 7 DEC 1994 



maniacmachines! 

Here's a quick look at the six mean 
machines on offer in Roadkill, complete 
with the sinister characters at the con- 
trols. An unpleasant looking bunch, 
we're sure you*M agree. Cool cars 
though! 

CANNO 



V 



f -..- '* 



CLO 



xi 
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"Various snippets of sampled 
speech add a great deal to the 
overall feel of the proceedings 
and spur you on to more 
violence against other drivers" 





Those big white arrows indicate a harrpin coming up to the left. The small- 
er, yellow arrows lead to a collectable goody. VS'ill it be boring old armour, 
or will it be something cool Like miK»iles or rockets? Only time will telL Hey 
I've just noticed} we're being overtaken by two red cars- The rotters! 



Tho^e innocuous looking 
silver baits, lying in the road, 
are attually mines and 
provide probably the trickiest 
on-track threat in the game 
(other than the other car^> 
that is). You have to remem- 
ber where they're coming up 
and line yourself up. There's 
usually only one (very nar- 
row) safe path through. Miss 
rt and you're toast! 
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ai^vo Kaboom! It's a lucky that the 
explosions in RoodkiU are 
quite attractive co^ you 
. seem to see them an awful 
lot. Actually, in this parti c- 
uaJar case, death probably 
came as a great rebtf^ No 
points have been scored, no 
kills notched up and we're 
last! 
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Here we are. risking life and limb, ripping around these tracks at 200mph 
trying to kill each other, and look at the poxy crowd which turns up. t 
wouldn't mind, but half of them aren't even watching! Pa^ aittniion you 
geeksf That's it — I'm going home. 





PROS 



i PLAYER 

' SKILL LEVELS 
y \ SAVE POSITIONS 
P.^'iE. Aorrl^ ev(^EV thp pe races. 
/ CD32 ENHANCED 
Bi^\\ tritro sequence. 

This lb |usl wliai a real 
iitadi' g<ime shoud be. 
the jction's wickedly fast and addm- 
Uve. Ihe conirali simple and inluiiiveH 
the violence ovei" the lop dtxi afl Ihe 
more ^aii?sfy<ng foi" it. 

In game sound is suipns- 
ingly weak, apaii fi"om the 
cool speech samples. Shame that 
ihei"es no two player mode eiihei 
T 'pi<l ',rp"er-n ^culdVe been cool 



GRAPHICS 



SOUND 



I I I I I 



CONS 
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So you think youVe a bit of an armchair military 
strategist^ eh? Then how better to gauge your 
skills than against one of the greatest Generals his- 
tory has ever known? Or perhaps you think you 
could do better than he and take control of his 
own armies? Now there's a thought! 



heir two n>oii recent offeringi — Cunshrp 2000 and UFO Enemy 
Unknown — Have had something of a fucuriitic tone about them. By 
comparison Microprose's latest offering turni the dock the other 
way. Fie'ds ofChry takes us back to che colourful skirmishes of 1816 
and the NapoleohFC wars. Colourful they were, because nobody had 
yet realised chat wearing can-touflage actually niade you harder co spot 
in ihe heat of battle. Back m those days everyone wore brightly coloured tunics ar>d 
marched around as if trooping the colour. A grand s^ht rt may have been, but not so 
pteasanr for the poor fellows in the front line? 

Anywayn it'i not as a foot slogger that you play Ficids of Glory. You are the supreme 
commander of your forces. You decide wh^h brigade wJII walk into the breach as a 
decoy, and which will sneak round the back to cake em by lurprise, 

A large number of opdoni arc available to tailor the game to yoor llkkng before you 
get anywhere near che battlefield Sik battle* are on offer The four historical confronta- 
tions of the Waterloo campaign, Quatre Bras. Wavre. Ligny and Waterloo are all there. 

plus Nivelles and Wagnee — two fictional 
conflicts designed primarily for getting you 
started and honing you skill and strategy. 

Having selected the battle you wish to 
fight, you then get to decide which side 
you'd like to control This means a choice 
between the Allies or Pru^ians (depending 
on the baule) and the French (the common 
enemy). Next you can choose how your 
troops will be deployed on the battlefield. 
Historical, as it suggests, kicks off with 
everybody beginning where they did during 
the real thing. Nonhistone gives you a 
CPU suggested strategy to play about wtch. 
and Free allows you to arrange the troops yourself, as long as you keep within set 
boundaries. The Fast thing to do before getting started is to select the skill level of the 
enemy commander. Five are there to be had. from Conscript to Guard. You're advised 
to start with the former. 

The options are set. the energy's right, and the battle is ready to commence! 
The conflict begins with a zoomed out view of the battle fieJd, showing the opposing 
armies facing off. There's three different kinds of unit on each side — cavalry^ inhntry 
and arrillery - along wtth the vanoui commanders through whom your orders are 







relayed. "HieyW represented by flags, the style depending on what kind of unit they con- 
trol. Clicking on a unit brings up in information box regarding their status. From here, 
you can see how many casualties have been sustained and also issue orders to move, 
retreat, attack or hold position, FormatJon can also be altered. Movement is best carried 
out In columns: forming a square (for in^ntry units) is used co defiend against cavalry 
charges while arilHery can be ordered to lay down a barrage in a specific area to cover 
troop movements. During the battle, various message windows pop up to inform you of 
unrts reaching assigned positions or the death of commanders, fnend or foe. m combat. 
After an assault, your men will either dig m or retreat- Chcking on them will teil you 
how they're getting on. Formed means the unit is in control, disordered means they're 
in a spot of trouble, routed means che attack ^iled and they'll automatically pull out to 
regroup. No orders can be given until they've done so. The battle map can be loomed In 
for closer inspection of the struggle — useful, Since each battle is made up of a series of 
smaller fights. Units charge, retreat and defend as you decide but rarely will there be a 
huge free for all. 

Presentation is reasonable with a few mcely drawn screens but this is part and parcel 
of Microprose products. Nothing here will in any way tax the CD32, or make use of any 
of its higher capabilities. In ^ct. it looks like a straight port of che disk game, 

I muse admit. Tve been known to hate those horrible computer war games where you 
moved various icons around dull green screens and this really isn't much of an improve- 
ment The graphics are animated but they're stil/ very simplistic though a few sound FX 
spruce up the action a bit. The main problem is it all seems a bit aimless It's too slow 
moving for the novice, yet rather thin on siatimcs and such-like which might appeal to 
the keen wargamer In fact, it plays afn>ost like a board (or should thiC bt bored^) game. 




Once you've decided on the battle, it's time to choose your dllegiancc. Will 
it be the nasty old French or. the fmc, upstanding Brits? 
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''Presentation is reasonable but 
nothing here will in any way tax 
the CD32, or make use of any of 
Its higher capabilities. In fact it 
looks like a straight port of the 
disk game" 





and noc a very iniereiting one at that! Ma/be, with time, you could glean a little more 
from it but the limited number of scenarios won't keep addicts fixed up for long. I'm not 
sa/Ing it's bad — it |u»t pfjys Jike a re-release. Despite the slowness of UFO (reviewed 
last ish)p it still managed to create a (Recent atmosphere but here you just sit. God-3ike. 
vrewing the "action" and It's not too long before you find you really don't care whether 
you win or lose. Sorry chaps, but it's a s^p on the wrist I'm afraid. ■ MG 
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In thi& particular battle 
we're in control of the 
Prussians, They're the 
guys on the left with 
the white flags - 
doesn't bode Coo weH, 
does it? Come to thinic 
of it, our boys are hor- 
ribly outnumbered. 
That's typical of these 
blimmin' dictator 
types. They never want 
to fight fair. Well, 
they're messing with 
the big boys nowf 
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PUBLISHER; Microprose ^l PKICE: £29.99 
■ DEVELOPER: In House ■ OUT Now 
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That's what we like to see - loads of cavalry units, all ready and willing to 
get stuck in. Cavalry are your most effective units to take care of them. 
Let the infantry do the donkey work (there's a pun there somewhere...) 




PLAYER 
^ SKILL LEVELS 
. I SAVE POSITJONS 

Auto *iave f.icililv 
CD32 ENHANCED 



PROS: 



Pj"esentatTori »s fine with a 
p;^ge- heavy m.inuil full of 
(nt&eMuig b't& ^nd pieces, The inter- 
Uce IS p<"eil/ user frrendly'. making 
ordei's simple to give and str-nitegy 
easy 10 cot^cieva 

The scope Tor long teirct 
enjoyment and devetep- 
menl is Lmcled by K) Tew scenarios 
ind i^'iiy sn^all battle fic*ds 



GRAPHICS 



SCZ)UMD 
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GAMEPLAY 



CONS 
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Computer game-styles come and computer game- 
styles go, but some^ it seems, are here to stay- Full FMV 
and rendered images so hyped on the 'next generation* 
series of consoles will never quite be able to replace the 
platform format for simple, joystick-pleasing fun, Pinball 
wizards list Century obviously agree as that's the 
theme they've adopted for their latest release. 
There are several schools of thought on the subject. 
Some say the genre has had it's day. Me — I reckon 
there's always room for one more, just as long as it cuts 
the mustard that it is- Does this one come up smelling 
of roses? Let's have a look, shall we? 




1st Ceniury have already claimed their niche. No maiter what hap- 
pens In the future, they'll always be remembered for that stupen- 
dous brace of pinball gamesn Oreoms and FantasiGS. which are with- 
out doubt the best example □* thejr genre to grace any computer 
format- Coniequenily we're looking forward with hug« 
anticipation to the imminent release of the third ^me 
in The series — PinboH ithiioni. 

For the moment however, they've veered away from all things 
flfpper orientated, and headed ►mo the far more heavily wood- 
ed realm of the platformer 

With pinball. assuming they put out a half decent offer- 
ing, they were pretty much guaranteed a hit due to there 
being %o few such games worth the co» of a floppy. The 
bet that the games, fonroiies especially, were truly out- 
standing was neither here nor the there. Coming into 
the 32-biC platform market however, really does require 
something a bit special If it's to be noticed. 

At the beginning we're 'treated' to a deeply basic Intro 
sequence, such as it is- Text scrolls up ^e screen with var- 
ious static pJccles to add fnierest. It's an instant return to 
the glory days of 16-bit technology when nothmg more was 
expected and- duly, nothing more was delivered. Nowadays the 
market place *s a bit more demanding, however. The increasingly 
sophisticated user wants to see fMV sequences and animated intros. 
So MHA loses a few brownie points early on, StilL we veteran gamers 
pride ourselves on being able to look beyond the cosmetics to discriminate the 
wheat from the chaff where it counts - m the playability and enjoyment ^ctor. 

The story (stop me if you ve heard this one) concerns a slightly loopy professor. As 
you can no doubt imagine, he's a friendly old chap with a bushy white beard and an 
endearing habit of inventing various gadgets for use about the hop>e, in medical 
research, or wherever else you care to mention. 





The latest addition to his portfolio of creation Is a revolutionary brarn scanner. 
Having applied the finishing touches to his prototype, the prof decides he's earned 
himself a break. Pausing at the phone to order a piiia, he makes his way to his 
favourite comfy armchair. Smking Into It. he h]ls asleep- 

Meanwhlle. elsewhere in the city, evil is stirring, as it's wont to do in £uch situa- 
tions. Every town has its own master criminal, and the profs is no exception. The 
local villain goes by the mysterious name of the Dark One and has been keeping close 
tabs on the professors work through the newspapers. Reairsing the huge wealth that 
could be generated by such a breakthrough, he comes up with a devious plot. Sneaking 
into the professor s house (while the old fellow snooies, waiting for his pma). the 
Dark One pulls a vital microchip from the scanner, the idea being to hold it to ransom 
as without it the scanner's useless. 

As he's about to make his escape the doorbell rings and there's a cry of 'Marvo 
pizia'' For unexplained reasons, the Dark One decides Co zap the professor wuh the 
scanner, but wrthout the missing piece re has suddenly become a dimension ray. In a 
flash the professor vanishes Deflecting off the many shiny surfaces of the iab. Che out 
of control ray eventually strikes the Dark One and he too disappears. 

Meanwhile the Marvo pizza delivery boy. who goes by the name of Marvin, Is get- 
ting a mite bored, what with no-one answering the door. Pushing it he finds it to be 
open and decides to enter. The scanner ray is still bouncing about the now deserted 
lab and when Marvin trips on a wire it strrkes him also. 

Moments later the startled pizza person finds himself In a myiterioui. very 
colourful platform world. His purpose, to rescue the professor and 
escape back to gotjd old Earth, leaving the evil Dark One confined 
to this strange dimension for the rest of time. 

The first thing you notice is the small size of the sprites. 
These days, platformers like to have a strong central charac- 
ter — Zool. Soccer Kid, Alfred Chicken etc. Marvin, by 
contrast, is so Uttle that he really iacks any real character. 
What It does do. however, is give the game a much larg- 
er feel. Even though the levels are simple left to right 
scrollers you feel you've a lot more freedom to move 
about. 

One of the games better features is an idea used to 
very good effect In the excetienc Lost Vikings. Many of 
th« the games features are not mentioned in the manual. 
Instead, as you progress through the levels you come 
across various message icons in the form of billowing flags. 
Jumping mto them gjves you a little hint to help you later on- 
It's an ongoing process, and a neat way to keep you playing — 
you actualiy feel like you're getting somewhere rather than |ust cov- 
ering endless scrolling ground. The problem is that it's not long before 
you lose interest n getting wherever k is you are going. As I said before, the 
character lacks, ahem, character and this has a major bearing on the game. Frankly you 
really don't care if he dies or not The biggest let down of all. however, is down to the 
overall design. Levels are feirly easy to negotiate as long as you concentrate. Try run- 
ning through quickly though, and you'll soon come a cropper. You'll notice it when 
you die and get sent back a few screens, Jn hurrying to get back where you were you'll 
probably lose another life. There's other little niggles, like for instance when you're in 
a boat. Its possible to paddle left and right and also jump up to collect any goodies 
fioaiing above. The problem is that the boat has a bit of inertia and tends not to stop 
instantly. Should you jump up before it's slopped dead it'N move from underneath you 
and you splash to your doom. Contact wi^h water means instant death! Maybe none of 
these gripes sound particularly heavy but it^s these kind of things, all mounting up, that 
conspire to kill a game. 

The honeymoon period is over. We need CD32 software of real quafrty. we need it 
fest, and we need it in quantity, For too long excuses have been made but now it's get- 
ting beyond a joke. Morvrn's 
Matyetiout Adventure is not 
dire, ft's not even bad, but it 
is bland and uninspiring. More 
IS expected of the standard 
Amiga, let alone the CD32. 
Roll on Pinbali Hhnons. as I 
fear 21st Century won't have 
done much for their repua- 
tion by releasing this dated 
offering. 
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Yippee, we've 
found d bonus 
room! These are 
nornially located 
by dropping 
down wells 
(though not all 
contain them). 
Loadi of bounty 
Is to be had like 
^tars for extra 
lives and those 
round things 
which can be 
thrown at nasties 
to stun or kiU 
them. 






- - -^•(ft'ift 






lt'« a nice seaside break for Marvin.,- or is it? There's baddies abound and 
work to be done. No time for lazing around in the sun here. Actually, if I 
were Marvin Td be a bit wary of spending too long around here. Judging 
by that rather mutated looking whelk, I'd suggest there must be some 
pretty dodgy chemicals being pumped into the lea nearby. Quick - 
sonr>eone call Greenpeace, or have the French sunk all their boats again? 



Somebody ought to pick the coconuts off those palm treo^ - just fook at 
the way they're bending. It's like not milking a cow for two months. 
Eventually its udders get so big its feet can't touch the Roor. Oh how I 
hate to see natures beautful shapei twitted in such an undignified fashion. 
And throght it all young Marvin is just hanging about (literally — from a 
vine) as if he didn't have care in the world. 



Somehow our littJe 
hero seems to have 
developed some 
amphalMOUS capabili- 
ties. He can stand 
underwater 'til he ^ 
goes Uue in the f^ct. ^ 
except, of course, he I 
doesn't go blue in I 

the face as he can I 

breathe just as if he ' 
were on dry land. I 

It's strange, but | 

some water kills him 
instantly yet here 
he's as pleased as I 
punch* I 
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Wowsers! Look 
at the size of 
that sandcasttel 
I bet so<iic bully 
tomes and bkks 
it over. 








PLAYER 
> SKILL LEVEL 
-/ I SAVE POSITIONS 

C032 ENHANCED 



PROS: 



k'i playable enough for a 
while wich colounui 



GRAPHICS 



SOUMD 



rTTZTXT 



GAMEPLAY 



gr^phrcs and jolly ditcies 
to accompany the platforming 
boundip^g actton and a steady dftficuk- 
ty gradient means /ou don't fmd 
gameplay reduced to a ^top-start 
affair. 



CONSll 



iRay is too uninvolving. 
and the main spnte real- 
ly doesn't endear himself 

jn any way. It aiJ seems a bit rambling 

and aimiess. 
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Desert Stnke was a huge smash on the Mega Drive 
and soon found its way across formats, 
leaving a trail of gob-smacked reviewers in its 
wake. Now, just as the second sequel, Urban 
Strike^ is making its way onto MDs everywhere, 
sequel number one is nnally ready for the Amiga 
and CD32- 






t woufd have been easy, for the sequel. 

to simply lift the basic engine from the 

original Desert StrFfre and bundle it with 

whole load of new missions, and ^at's 

basically what they've done. This time. 

though, you have a heap of new hardware 
to get to grips with. Firjtly. the trusty olfJ Apache's been pen- 
non ned off wpch the brand new Comanche Gunship coming in to 
take its place. This new machine boasu more advanced weapons and 
Qrgecting systems, greater speed and an airframe based around the 
hush-hush new stealth technology. You're not |ust hmited to helicopters ihls 
time either Should certain missions require it. you can trade your rotors for |er turbines 
as you leap aboard a state of the art F 1 1 7 — better known as the Nrghthawk. or Stealth 
Fighter k doesn't end there either Waterbome action takes place aboard a nippy little 
hovercraft, or you can enlist the services of the Special Forces Assault Cycle 10 Strut 
your hjnky stuff on <iry land 




Other than that, the main format of the game remams largely 
identical, and why not? A series of campaigns, each with 
its own password, lie in wart. There's nine in all (com- 
pared CO Desert Sinfae's ^e) and each is divided into n 
series of sub-miss+ons. Completing these in the sug- 
gested order is usually che safest way to go about 
things. For example, getting radar lights early on will 
reduce enemy activity later as they have more difficulty 
tracking you down! 

\f you've never played Desert Sfnke, the action takes 
place on a large, square iandscapCn different for each mission, 
wrth the proceedings viewed from an isometrk birds-eye angle. Each mission begins wiih 
a detailed njndown of your objeciivei from the commander, then n's time to strap in 
and get going. At any point in che mrssion you can bring up a status screen. From here 
you can view a map of the entire battlefield, complete with targets, fnendly bases and 
other useful items ail marked on Your location is also shown, You can aEso get a 
progress report celling you which missions have been completed and whjch haven't, plus 
a recap of each mission brief. Basically though, mjssions fall into one of two types — 
either rescue someone or blow something up. Rescue missions mrghi mean saving 
hostages or ViPs from terrorists or picking up enemies known to have vital information 
to aid your mission. The 'blowing things up' parts are quite self explanatory, not to men- 
tion quite the most satisfying. 

A careful eye must be kept on fuel and ammo levels throughout che game as 
nettber are infinite, if you start running low you can check out the map to 
see where the nearest top ups are stashed. Blowing up objects and 
buildings other than those included in the mission briefings can 
often prove fruitful, with extra fuel, ammo and power to be had. 
Your vehicle begins with 600 power pomu but these are 
reduced with every hit. If it reaches lero, you're a dead duck! 
Herein lies part of the beauiy of the 'Swke Games. Afcer 
you're given your objectives it's precty much left up to you 
what you do. You have total freedom of movement around 
the playing area and almost anything you see can be 
destroyed one way or another. Don't be too trigger happy 
though. A roasting from the commander awaits your return 
if start hitting friendly and civilian targets willy niily. That's 
even more severe here as. despite the title, much of the 
action cakes place under the nose of Uncle Sam. Oh yeah — 
tempting chough it is, don't blow up the Whitehouse The top 
brass take a rather d*m view if you destroy the figurehead of the 
free world. Strange people? 

In case you were wondering, it's the old enemy, up to his devious 
tricks again, well, almost. The archetypal ruthless dictator, referred to simply as 
the "Madman' In DSh Is now dead. This cime it's his son who controls the military might 
of the un-named (if heavily implied) Middle -Eastern state The motive has changed how- 
ever. No longer is it oil, religion, or even simpfy wanting co extend the nation's borders. 
The capiialrsts killed his father and now he wants revenge As they say on the covers of 
alJ those tacky American action movies which come out on video without ever getting a 
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''After youVe given your objec- 
crves it's pretty much left up to 
you what you do. You have total 
freedom of movement around the 
playing area and almost anything 
you see can be destroyed one way 
or another " 



PUBLISHER: Ocean ^ PRICE: £TBA 
DEVELOPER. In House _ OUT: Now 



cinema release — This lime ii'i penonalV 

Somehow chough, jungit Strike <loein'i have quite the same 
Impact as Its predecessor. Before DS there hadn'c really been a 
shooc-'em-up like it, combining strategy with frantic action and the 
unusual, though highly effective vjewpomt. The reason Junjte Strike scores 
so highly is bec:ius« it was such a good formula in the first place. Obviously firm 
believers tn the maxim 'Why mend what's not broken'', the programmers have concen- 
trated on expanding and improving on the content of the game instead of irymg to come 
up with loads of new ideas which probably wouldn't have been implemented very well in 
any case. After all. a lot of the appear* down to the underlying simpficicy of the idea 

Veteran Desert SEnfcers will simply tap up the new missions, and the new, green and 
ferOle landscapes make a nice change from those hot and dusty wastelands of before. 

Despite being litde more than a reworking of the original. Jungle Strike has enough 
character, missions and challenge to earn itself utmost praise. A corking sequel to a das- 
lie game and well worth the accolade. Now, roH on Ufbon Stnhe. Mind you. by then 
they'll probably be launching Cotswold Svtkt on the MD. Oh well, you can't win "em all. ■ 
MG 





The president lies at your mercy^ It's hard to resist the temptation to 
unleash your armoury on the bee Icon ning White house. 
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Thit particular mission involves destroying the building you see in the top 
right, then picking up the prisoner who runs free before the terrorists arc 
able to shoot him. Unfortunately, the job is ntade infinitely more difftcuk by 
those very tough tanks who trundit? on screen, alerted by the sounds of gun- 
tire^ Hake sure you have plenty of Hellfires at the ready or you'll soon be 
just another name on the locaJ war memorial. 
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Uh oh, we're running a little low on fuel. StilJ, I fton't know what the fore- 
court attendant will have to say about you landing a top of the range 
Comanche gunship nevl to the pumps and demanding 200 gallons of 
Super Unleaded. Mind you, I wouldn't like to argue with the kind of fire- 
power this baby packs! I wonder how nnany Tiger Tokens are needed for 
a complete missiJe refit! 




PROS 



PLAYER 
= SKILL LEVEL 
/ SAVE POSITIONS 

/ CD32 ENHANCED 

Thankfully the program* 
mens didn't tamper wich a 
great formula and have come up with 
dazzlrng new $ec of sufficiently differeni: 
and diverse challengeSn all wrapped up 
in preaencation of the highest order 

Whinging Charlies might 
find the game a little too 
srmilar to the original, but we at ACG 
reckon that's rather a good thmg^ so 
the re J 



CONS 



SOUND 
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EXPRESS PD 

GALORE 

THE AMIGA PD & SHAREWARE CD 

OUT NOW ! 

On^ £1 9.99 

AvaiWWe from fll\ good computer «or« 

Works on Amjqa CD32 Joypad, 

CDTV, CMOM Drives, 

■jpgrcrfAibV'O&Umej — 





EXPRESS PD 

TEL 10533)559711 FAX (0^33)4701 IB 



EXPRESS PD Galore 

New CD ROM Software 

for the AmlgA CD32 

Thli CD IrKiJudes P^e fcrflovL^ng- 
AmJcLJi T-2&, mtxfd bunch oT uS«fuJ 
progr^imtr 200 * l^tMt top PD & 
vuirewc^re q*»me*H you C^n ^^cceii tHe 

3an'>et ff omAx/B^^ or uting Ore Express 
D G^mes rnenu witn (focunief>t 

Oucf llty dcvTx^ leCTion. 1 OO -«' musk: 
fT>odurei WTtti easy Co ut« pl<ty«r- L^tcA 
jhcifCw^rc/PD Ufilrtiei Hjcin ni Tool 
DerrxMH, &OrVC Di^m Kit Vlr*o Checker 
6 41 etc. ^GA jp^lon for 

A1?0a/A4000 .ind CD32 inclu4i« AOA 
grimes, ton of i/tilrtjes and^ l^tg^ AGA 
dcTma £»ctHH-i1 AAf 3 \)yB™' dlM nf^ 
irKludwJ. a CDkXjr WB^" fof Sl/B™ 2^3 

You c«vi 4ilto Acceu leO > AGA, ZOO + 

PO & ^h^ircwiir^ loftw^re files, 
iirttludes fu" ie;irch f*tciHlyl- VOu rtecd a 
floppy cm^ dnv«^ to use trui part ^ Oie 
section. Tt>e ftle? ^./np^^ck onto Hoppy 

f1K>tS^ 

And rntjch mud-i moref 

Only £19.99 

This CO wil/ worit on the CDTV/A570, 
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AMIGA CD TITLES 



ALMATHERACD-ROMis 

CDPD 1 n9.99 

CDPD 2 £19,99 

CDFD 3 £19.99 

CDPD 4 £19.99 

DEMO COLLECTION 1 £19,99 

DEMO COLLECTION 2 £19,99 

EUK05CENH 1 £14,99 

1 7 BIT COLI. ECTION 09.W 

17 BIT CONTlNlJATrON C1«.W 

EMERALD M!\ES £14.99 

FRACTUAL UNIVERSH £19.99 



PRO FONTS it CLirAKT £19,99 
HOTTF5T4E19,99 
UTlLiTIESMSOll £19.99 
CLIPART PRO GIF £19,99 



CD COLD 1 £9.95 
CD EXCHANGE! £19.99 
GIFS GALORE CD-ROM £24,99 
LOCK 'N' LOAD £19,99 
MEETING PEARLS £19.99 
EXPRESS PD GALORE £19,99 
CLIPART St FONTS CD £19.99 



\\LI KDSCIL.\CE CD-ROMS 
MULTIMEDIA TOOLKIT £19,99 
NETWORK CD £14.99 
CLIPART CD £9-99 
FONTS CD £9.99 
SOUNDS TERRIHC £19.99 
ASSASSINS CD £19,99 
AMOS PD CD £19.99 

AMINETCD^ROMS 
AMINET II FEB '<M £19.99 
AMINET3|ULY'94£19.99 

AMINET 4 \'0V'9^ £19.99 

OPTONICA CD-ROMS 
PANDORA'S CD £4.99 
1\5ICHT TECHNOLOGY 09.99 
INSIGHT DINOSAURS £39,99 

PRO FOMS & CLIPART £19.99 
LTILITIESMSOO £19.99 
HOTTEST 4 PRO £19,99 
CLIPART PRO GIF £19.99 
COLDHSH MOOO £29.99 

LSD COMPENDIUM DELUXE £19.99 



THIS IS A SMALL SELECTION OF OUR RANG E. RING/WRITE FOR FULL LIST. 

TO ORDER;- PLEASE RING OR CALL - 

CAFRl CD DISTRIBUTION, CAPRI HOUSE, 

9 DEAN STREET. MAKLOW, BUCKS. SU 3AA. 

TEL/FAX- 062B 991022 
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i:d32 swap 



B-30am - 7-OOpm 

F«d up with Zool7 




Wwtt Gufutitp 2000T 



CUM5%HIP 





To select a gatme PHONE-0650 f 58 040 



Post to CD32 Swap Shop-1 1 Come Drive, 

Bradford. BDS 9PU.Ch*4un/PO's payBblB to CD32 Svvap Shop - fail (0274] rS3M7 



MMM Limited 

TBtephene [0204) 387410 Fax (0204) 3809S2 

llDiAtS 0? THE YEAR!! 

SXJ Expansion Unit for CD32 {Microbotica) 
Keyboard CBM Manufoctured (Ex CDTV or 2000} 

Disc Ehive CBM Manufactured (Ex CDTV) 

Games 1, Gomes 2. Gomes 3, (3 CD's-300 acmes) 

CDPDJ (Loads of Utilities) 

Normally sold separaUly for £399.00 Inc VAT 

D«al T-AII the ^bove Onfy £299.00 

Deal 2 -Without SXI Only £99.00 

Deal 3 - Games 1. games 2. games 3, CDPD 1 Only £29.00 

Deal 4 -/^iCHLMMMfhppifpnnurlnlerfaa instead of SXlOnly £199,00 
(Arth\ - Arniga Resource ConUoUer Hott tnterfoce} 

Latest Films on FMV 

Sex Model Fite (Glamour discs! T8 rated 

- needs FhW cart, for CD32 IBM CDi MAC From £ 1 9.99 

FMV on CD-60 trtles available 

- oli need FMV decoder ■ for CD32 IBM CD\ MAC From £ 1 4.99 

ifMV - fu\i motlty} video - films eic. on CD format - needs specioi decoder) 

HERE ARE SOME EXAMPLES OF FROM OUR VAST RLM SELECTTON: 

'Andrew Lloyd Webbcr*Hunt for Red October* 

'Electric Model File Ifrittfd IHI-Ray Chorle^ the Genius* 

•A Fish Called Wonda-Bmte Ue Man the Myih-F-|pc(ric Flic 2 it.t#d lar 

'Bluf Note-Too Hot for MTV (»tni iH^T^attv Duck and Fiiendr 

Pin Up Girls irntvd isi-En|ovlng Sex imird LHr 

*Turkj5h DeLfght imi^d iH^lll&lofy of the World Cup* 






Midioke 

*■* We have hundreds of midl files auoilable with lyrics to turn yoi;r 
Amiga into a Karaoke machine - Please send starnped addressed enve- 
lope together with formatted blank floppy disk for sampler and cata- 
logue on disk. ..Prices start from as littie as 60p per track. L]/ric files also 
compatible with IBM - different player program needed^ AH midi files are 
GM (general midi standard) and can be played on any GM device. 




Karaoke 

•** We hai'e hundreds of karaoke discs compatible with CDTV and CD32 

please ring for list of tracks - all these tracks are used by 

professional karaoke operators and will play on any graphic CD player. 

Discs prices start from as Uttfe as £12.99 

"" TELEPHONE ^^^ 

(0204) S87410 

OR COMPLETE THE ORDER FORM AND POST IT 
OR FASTER STILL, FAX ON 

(02041 980952 



ORDER FORM 



I enclose a cheque for the amount of £ 

made payable to:- Music Machine Marketing Ltd 

-or debit my AccessA'isa card no;- 
Expiry date: / ^nature: 

PJeose print your name and address in block copitals 

NAME _ 

ADDRESS 



POST CODE 



TELEPHONE NO 



tmnffrm fhm I mn ^trt fhr ^^ of JB \n^ , „ ^ 

fTi>bt k^gntd ff ofdfttfig ig*^ products itt i^vi otff^!*^ ttpv^'uM by ik/d^ ptf^ttfu undtf tiy$ofM^t^ 

Post lO:- Muik Mflchirr Markftfrig ltd 59 Brldq^mfln Plncp. BoUon BL2 IDE. 



PLEASFUErjnONAWIGflCDSJQAMEBWHEN flESPONDlWj TO ANV ADVEHJiKMEWT- 



Form 



Yes! f want to save 25% on newsstand prices... that's why 
I'm taking out a subscription to Britain's DesfCD32 -specific 
magazine. Pieose send me the following: 



1 * SIX-ISSUE SUBSCRIPTION TO AMIGA CD32 GAMER O 
Please indicate whether the subscription is for the UK. 
Europe or eisewhere In the World, 
□ UK £22 Q Europe £28 □ World £38 

OTake out a subscription for six months to save 25% on 
newsstand pnces. 



I •- 12-I5SUE SUBSCRIPTION TO AMIGA CD32 GAMER 9 
Please indicate whether the subscription is for the UK, 
Europe or eisewhere in the World, 
□ UK £45 □ Europe £60 □ World £60 

©Take out a subscription for twelve months to save 25% on 
news-stand prices, fvlonthly retail price of Amiga CD32 Gamer 
IS £4,99, 

Q Save£1 an issue! 

G Get your mag first! 

G Free Newsletter with all the latest news! 



voun D 

I would like the subscription to start from issue number 

If you are either taking out a subscription for yourself or 
giving a subscription to AMfGA CD32 Gamer as a gift, 
please fill tn your details below; 



Nam© Signature 



Address 



Postcode Phone number 



Method of payment please indicate your choice 

Q CHEQUE / POSTAL ORDER 

Ptease make payable to Paragon Publishing Ltd 



G CREDIT CARD Expiry date 



Card number. 



J. 



J 



If you are giving a subscription to Amiga CD32 Gamei? as c 
gift to someone, pieose fill in the lucky recipient's details 
below; 



Name Signature 



r^^^UI Co!) 4 + hlhl4+vhh+ + v4hqlv+lh4ri t4lllri^thhri4 |Apriri4 + ^iiri + | hibri^^PIMd^iiIri h^bidi bhkbHd^bpHHqvhriHn hhf 



Postcode ...Phone number 



Please return this coupon or a photocopy of it (together 

with your cheque / PC if applicable made payable to 

Paragon Publishing Ltd) in an envelope to the following 

address; AMIGA CD32 SUBS, Paragon Publishing Ltd, 

FREEPOST CBH 1255), BOURNEMOUTH, BHl IBR. 

It won't cost you o penny in stamps if posted m the UK. 

Alternotiveiy. call our credit cord hotline on 

r 0202 299900 Or fax us with your 

details on 0202 299955. 




the future worth 





^^ . ^m^i^ Exclusive PD, Dept CDG 

^^^ Tel; (01705) 642409 

A QUALITY SERVICE AT SENSIBLE PRICES 

1 7 Bii Phaw -1 ' C 1 8 50 

WB3 Libraries & Dalnlypos Jin.. [2 Duk^ S5A) All rhp l^i PD _„^ ,_ 

Mog PC Expo" von TMA jAGAt Sh«r De^^gki 1 1 a^| EJ0-?O 

W^/3 L^^.l^. »4 K.. the Cpnvo. (AGA] A^'n^/.T^"'"'"^ "'' '5?^^0 

AfchivBrsJ2 Oi*| Sfael Devils CD E-i:ho„Qe o I C18 50 

Epu D'^k Slarkor VT 6d Indycar Challenge CDPD l/ll/nl/'V £18 50 

AreKn Proai & Ehnmplai (2) Spec'rum War Gamet fi^d Fiih - Icndi morB 

Soka 32 FroEasiionnl Evil's Doom Nefwork CO £15 50 

Splendid Uliils #1 Spelllrn Weird Sciernce forrfi £10 50 

AGA Urilinai #5 InduMrPol EipionQoo 12 0J+) ^, 600 Mb Bg ran ml 

SnoopDOS V3 (2.04*) RockBli [AGA] Domo CD £1850 

Dpoinl V4 Buddy SyiTsm 121 Dong II Domo Dflmo CD II ElB 50 

DoitTop Mqgic Oerrio (2 04-.-] Snjper GoldTuT, £27 00 

Freecopy VrO Puify Squod Demo fred FpiK I 1 000 Double CD 

fTTTSTr^^^^H Flip Top 100 Cop 

Red Dworf |2) Oxygene Cuzco Dilk Bon E6.00 

GiH= ol Er.c (i| Nerve Axi. Rombuii DyjCo^MASOO/* 

Bodyahop #2/4/5/6/7/(2 each] Myit.cal V.lgl A if'c ^c ^^^° 

Body^hop #1/3(1 flpch^ NGC Artihc^ol Porad-« (2) Sl^''^^;?'"' ^^^"9* f-j c^ 

NFA Phoebe Cote. D^.d Dre.m. 7^ Heo.en ^l^^;;;; ^leo^er £2 50 

NFA Sherif/nFenn Redne- trnptvhead 50 DSDD DrA^ £20 50 

Sfar Ti-bL Faiflighl/VD Love 12] i oo OSDD Disb £39 50 

FiJ Chicki l/ll/lll [2 OQch) Droomdsoleri Connno fioboahifr JAuro Mouse 

Ferrari SI idei Aboiolule Cream /Joyslhcli SpliHer ElSOO 

Scan IS Lame (2] Equmcur' In o Dream Four Ployer Jaysfick 

NFA: Bofij ValLeio (21 Asylum IncQCWQlod Adaplor £5.00 

NFA. Claudia SchiHer '94 (31 Polka Broi; Friday af B 200 Cop F He 

NFA Erika Eleniok Complex.. RmI Drower £10.00 

NFA. Telly Pici (2) FoiHight/VD' Illusion ^^\ ^^"^ P^'"' 

NFA. BoJv Shop B [31 Srar Trek Rave '"^'^^^e ''*r 

Any lOFredFhsh Disk £8 00* 50p P&P 

Any 25 AL^osims Games E20 99 + 50p P&P 

GIF BD□une^ Pack, 18 disks full of Georgoui Women £15.00 + 50p P&P 

Pro Somple Patk, 4G Di^ks of Quohry Samples £40.00 + SC^ P&P 

Coiato^iM dlik F^REE wiih vqu- ^m o<d«i ff larid 7 n 25p iiampi AH FD d-iki f I pv di«^ Pairog* UF^ ^Do 



rr WE HAVEN'T GOT IT>,^ WE'LL GET IT AT NO EXTRA CHAAGE 





Computer And Video Entef^Pt^k&s 

45, NORTH STREET, BISHDPMILL, ELGIN, MORAY 
TELEPH0NE:{D343} 549944 FAX:[0343) 551118 



-^ AMIGA i> 




CONSOLE 



AMIGA CD32 



WITH 7- SOFTWARE TIXLES 

CANNON FODDER 

DIGGERS 

LIBERATION 

MICROCOSM 

OSCAR 

PROJECT X 

ULTIMATE BODY BLOWS 

OUR PRICE 

ONLY 

£239 . 99 

MAPsJY OTHER AMIGA 1 2O0 
ANTO C:i:>32 TITLES IN STOCK 



AUTHORISEO AlVIlCiA DEALER 
AUTHORISED CITlTiEN PRINTER DEALER 



iCfJiJC 






--■»T 




V}-:-. 



\\f^ 



SWAP 

CD32 GAMES 



SM .'^,5^'f*-^ 



J^ 



liWK 



-> '1 



v^^. 



OOSE A G 



PHONE 081-660-4603 



ORDER FORM 
POST TO TECHNODREAMS, PO BOX 874, PURLEV, SURREY. CR8 3YZ 



IF UNDER IB 



Name 

Signature of Guardian 

Address 

Post Code Tel 

Game Choice 

Game Enclosed 

Amount Enclosed 

Cheques/PO's made payable 1o TechnoDreams 



• ALL GAMES SENT RECORDED POST* 



-rrf^t- 



TOXIC 

SOFTWARE 

28 Sandbeck Avenue, 
Skegness, Lines., 
PE25 3PX 

Tel; (0754) 760 665 

Contact the Amiga 

SpeciaHsts For- 

UllhtiOS, Anin\ilion&, Slide ShO\^, 

Fonts Jncl Oip^irt. Denios, 

Fred Fis^ V660. 

Gamt-s. Assassins Games Disks. 

LSD Legal Tools M40, Music 



DISK PRICES 

1-10 £1.00 

10-20 90P 

20-30 8op 

30+ 7op 

P&P 85P 



PLEASE MAKE CHEQUES PAVABLE TO:- 
rOXiC SOFTWARE PO 

We aim to please! 

We are only a phone 

call away! 



A_S 

LOW 

A-S 

PER 
DISK 



GFB-PD 



A,\U(. A PD HOrSE 



AS 

A-S 

074p 

PER 

nisK 



DONT ORDER FROM 



ME IF YOU WANT 

BAD SERVICE-SLOW REPLYS 
& GET RIPPED OFF & CHEATED 



BVTIF YOU Wm 



A HELPFUL SERVICE 
& GOOD VALUE SEND 

FOR A CATALOGUE DISK 

orders sent 1st class post 
Within 4B hour of receipt 



SEND 3-1 5l class Stamps or 
4 -1 St class stamps tof cat & fish cat 

TO. GVB-PD DEPT; cd32 jan 

43. BADGER CLOSE. MAIDENHEAD. 
BERKSHIRE. SL6-2TE ENGUND. 



OR XEUEPHONE 

0831-649386 



PLEASE MENTON AMiQA CD32 GAkTER WHEH ItESPONDrNG TO ANV ADVERTtSEUENT. 
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Team 1 7 are without doubt among the most 
consistent software producers on the Amiga at 
the moment. Titles like Body B/ows, F/7, Superfrog 
and Super Stardust are all top class games. Now 
comes the second sequel in their most famous 
saga — the saga oi Alien Breed- 



Is it just me, or a AJw/u or>e of che cooleit acuon movies ever rnade? 
The notion of a creature so povi/erful not even hi-tec military 
weaponary can destroy rt A creature vi^ith a one track mind, an 
uncontrollable bloodlusc and power, sirengih and ^peed 10 go with it 
These <Jayi (he worM hold^ litde to surprrse, baffle or disturb men 
of a scientific nature. What fnghcens icjeni^sts is the unknown. They 

like to 6e able to exptam things, develop theories and establish logical conclusions. In this 

day and age^ che m/steries of the world are all but soTved But virhat lies beyond our 

woHd? What strange thpngs have grown up in the deepest comers of the cosmos^ 

Anyone who watched the original A/ien film and drdnt jump is missing something some- 
where along ^e line. 

It's strange, but a decent Aheni game has never appeared Pecjlrar when you think. 

well, it's that sort of film is ft notf You'd have thought big name publishers would be 

falling over themselves to get hold of the license The closest we carne to a tie-in was 

che dire Aten vs PredoTor on the conjoles- 

Never ones to miss a tnck. Team 17 jumped into the breach and provided us with 

what we craved. Tower Agouti, the third game m the A^ien Breed series, lifts its plot 

almost directly from James Cameron's £T busting masterpiece 

Set in the not coo distant future, mankind has taken his first tentative steps 

towards exploring the Universe. 

A distant world, christened Azarin 2E- wai discovered to contain 

vast deposits of the valuable element Tetlunnium A military 

research and mining facility was soon in operation to take out 

the ore which formed an important compound in spacecraft 

construction. The facility was manned by scientists and 

their families, there to carry out experiments and keep an 

eye on the mining equipment. But, unknown to the 

colonists, thetr arrival, and the sound of the cellunnium 

mining apparatus awakened something deep within the 

planet Somethmg which had lam dormant for centuries 

— the last of a sinister race of scavengers, the last of 

the Alien Breed! 

aroused from its slumber, che creature began to bur- 
row surfacewards in search of those who disturbed tc and 

the food they might provide. 

The creature whtch emerged onto the face of Alarm 

would not have unduly worried anybody who might have 

glimpsed It. For some months Jc lived on rats (stowaways on sup 



p^ ships) and any scraps It could find. It grew and matured, 
and Anally began to multiply. The resultant family contin- 
ued to live and breath alongside their unsuspecting 
human hosts, scavenging and growing in the miles of 
ventilation shafts and wall cavities until they> in turn, 
went into pupation. And so it went on until they 
became loo numerous to survive on the dwindling rat 
population alone. Then they came out of ^e walls. „ 

You were a crew member on che military cruiser 
Herona when the drstress signal came through that somC" 
thing was badly wrong on Azarin, Course wai immediately set 
for the mining colony, Crashlanding your dropship outside the complex, it's up to you to 
deal With the alien menace, and check for any survivors in the compound. 

For anyone who's never played any of the A^ien Breed games, it's in a simiJar vein to 
that old arcade chestnut. CounlJet. The actions viewed from above with your sprrte 
searching the various leveJs for keys, exits, and whatever other secret! might be there 10 
be had. Interior doors require special keycards to be opened, many of which are found 
Ticiering the floor. Also lying around are extra ammo clips. Make sure you conserve what 
ammunition you have as it's not limitless and running out will almost certainly prove 
^tal. 






The mission begins next to che wreckage of your drop- 
ship. From here you have to reach the various installauoni 
and complete whatever tasks lie within each. Hazards outside 
include rats, land mines and falling meteors, not to mention 
defence lasers gone renegade after che alien invasion. A good 
hunt around outside is well advised as not only does it provide some 
useful gear, there are generators about which need to be acuvated to 
open certain doors Actually, the outdoor sections are the most frustrating part 
of the game as it's so difficult to avoid the land mines Even when you spot them (which 
isn't always easy) some very unfriendly collision detection makes wnggling past an mfuri- 
aOng task. Get inside though, and che fun really begins. The corridors are filled wi^ wan- 
dering Alien breed who must be eliminated as you scout for clues, logging onto the vari- 
ous computer terminals found around the complex allows you to access various infor- 
mation and also upgrade your weapons. You start off with a basic pulse laser, but all 
manner of superior hardware, such as flame-throwers and triple shots, can be obtained. 
Provided you have enough credits, that is. These are collected as tokens and can be 
found all over the place. Make careful selections though. Choosing the right gear will 
make the job at hand that little bit easier and, believe me, that's a good thing! Tower 
Assouft will give even che toughesc of arcade masters a challenge to get their teeth into. 
Personally I was never a fen of this style of game but this has really got me going. Perhaps 
its the scenario, but there's something about it that just keeps you playing. A neat touch 
h the way you find out httte things as you go through, like the dead professor rn the sci- 
ence facility. It adds an eerie quality to the game as the ftill horror of what happened 
becomes more apparent. The prison block is particular^ harrowing with dead bodies lit- 
tering the floor and blood stained sheets on the beds. You can almost hear the prisoners 
futile screams, locked in their cells as the Breed close in. 
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Other lectioni include the reactors used to iupply power to the base. Once exposed 
to the leaking radiation, your energy begins to deplete and you need to get out pretty 
iharpith, 

It's a constant game of cat and mouse. Move carefully down corridors, never quite 
knowing what lo expect, then open up at a roaming Alien. The ultimate aim is to destroy 
the complex, but th\% needs to be done a section at a time When the lelf-desiruct n 
aaivated everything goes wrong, the alarms come on and you have a limited space of 
lime to escape- 
It's really a love It or hate it kind of game. If youVe into arcade shoot- 'em-ups you 
can't go far wrong. If you like arcade shoot- 'em-ups and heavily Into the Aliens scenario 
then chis is the pme for you. If* on the other hand you. you're not too keen on thfs kind 
of thing, give it a go — it might )u$t change your mind, k did mine. 

Alien Breed. Tower Aisauii is well worth your money. It's not often an action arcade 
game captures the kind of atmosphere found m buckets throughout the pme- 
The only niggle I have it that rt might Just be a wee bt tough. Fortunately 
passwords are given every so often to avert any ma^of frustrations. 
This |ust provides the icing on the cake and makes Tr^wrr Assouft a 
pme you should have! 



.4 PUBLISHER Team 17 PRICE £29,99 
■ DEVELOPER In House -■ OUT Now 



OUTDOOR SECTOR 2. . . 

!jau ARE cuRREnniJ ensT of 

THE CiyiLim TOUCH. 

fl TOUER LQons in jm erst 



IlliB^liiUl 



EROS TO SECTOR 3. 



RITH LR^RS ARE STILL 
UE HnO RRE HOSTILE. 



VH*bHHHV«HHHHB-l ■■■i«-aHHHH«-»HHBa4«HHV1 fr4 n ^'V F ^bbb* h-* 
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If possible^ try 
and explore the 
entire complex. 
Talcing the odd 
risk often reap^ 
rewards. The 
more credits 
you can collect, 
the more 
weapons you 
can purchase^ 
The more keye- 
cardK you col- 
■ more 
doors you can 
open arid the 
more doon you 
can open, the 
more alien slime 
you can blast 
into the next 
world. Yee ha! 
We love it real- 
ly » cos we're all 
that 'ard at 
CD32 Gamer. 
Four Shr«dded 
Wheat and then 
some boys! 



^ ^w * 







: corridor holdt countless nanteles^ horron. The only thing 
I and a gory death J^ the faithful blaster clutched firmly jn 
your sweaty palm- Forget about extending the hand of friendship. If any- 
rr^ you open up and don^t even bother thibk nbout asking any 
* Ib the world of the Alien Breed, pacifists last about as long as a 
hanwit cnvKh bar at a squirrel's tea party. 



Another poor unfortunate soul who came face to face with the ultimate 
question and had no answers. Saerching bodies can, however, be very 
rewarding. Information about the complex, keycards to restHcted areas 
and even better weapons can be had if you're prepared to no^e around. 
It's vital to kit yourself out thoroughJy for the ever sterner challenges tying 
ahead. 
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Some weaker 
walls can be 
destroyed with 
concentrated 
gunfire, like tMs 




■ITEK TOOL SUPPU) tcnu 




"A neat touch is the way you find 
out little things as you go 
through, like the dead professor 
in the science facility, tt adds an 
eerie quality to the game as the 
full horror of what happened 
becomes more apparenL" 





Look out for the radiation symbols on the floor — these mean (if you 
hadn't realtted) that the area's contaminated and your ener^ starts 
draining away. Grab anything use^l that you can «ee Chen get the heck OL>t 
of ch«re^ Also, look out for wall mounted lasers. The security systems are 
malfunctioning and will take pot shots at anything moving rn the vicinity, 
including you. 





: PLAYER 

; SKILL LEVELS 

-/ I SAVE POSITIONS 

Passcodes e^e'v ^o orien 
CD32 ENHANCED 

FaduJOus inito sequertce 



PROS 



Graphics and sound are 
very atmospheric through- 
out and the gameplays about as finely 
ained as all oot violence can be. Sit down 
for a few seconds and you're hooked. 
The best ^me of its type around. 



CONS; 



I The layout of ^e game is a 
bit dated Some frustraong 
brts like the minefields and running out of 
keys in the mam complex. 



SOUND 
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Ruddy heck! Team 1 7 are a breath of fresh air in 
this money-mad business. With everyone out for 
all they can get, TI7 keep on releasing these 
multi-packs at budget prices guaranteed to fit any 
pocket. Now they're giving you the rather good 
Alien Breed II free with the sequel. Tower AssauiU 
Can't say fairer than that, can you? 





h» value, what a deal! Buy Tower Assault (reviewed on che prevl- 
oui P£») and you uke home a copy of its predecesior as weTI 
— and all for rhircy noieil 

No doubc you've already read the Towtr Assauh review, and 
looking ai the AB2 screenshois will give an tndicaaon of just how 
similar the two games are. In fact, in la/out and design there's 
nodding 10 chooie between chem — even the extra weaponi are virtually the tame. 
However, it only takes a few plays to reveal the improvements m the newer game. 
Graphics here aren't quite as crisp and sound effects lack the clarity of T*^, 

hlisiions follow a similar pattern wich you running at>out. collecting k^y cards and cry 
Eng to locate the self-destruct mechanism. The most noticable diference. however, n m 
the difficulty level- 
Tower Assowft might seem cricky bui this is somethmg else again! This time the Aliens 
are ^ster and there'i lo many more of Chem it seems ludicrous at first. To make It 
worse, here they can actually fire acid spit at you. A bit of practice soon gets you settled 
jn but even %o it doei seem a cad unhir. Whereas m Tower Assauh you can clear a room 
of nasties, here they can reappear out of nowhere after being scrolled off screen Not 
only does this make moving about the complex rather a chore, 't also eats up the ammo 
like nobody's business. 

Actually, this is a bit un^lr since I'm writing having already reviewed the sequel. If you 
were to play this without having seen Tower Assault, then a lot of the niggles wouldn't 
be so noticabte. You on*y realJy miss them when they're gone which just goes to show 
how much time was spent with Tower Assoutt in order to iron out the quirks. 

As a game m us own right Ahcr) Breed U is good It was very happily recieved by the 
press when it first emerged, though I always had my doubts and now it's been surpa»ed 
by the sequel its shortcoming are all the more clearer. 





That said, you can't really complain as tt'i almost a fre^ie extra in the TA pack and at 
such it's quite playable rf you hncf a change of scenery, k's better rf you get a friend to 
join in as the second gun really proves useful but there are drawbacks to Simultaneous 
play. You have to stay close together or the screen won't scroll ahead making it far too 
easy to walk headlong into a hoard of aliens. To avoid arguments, you can decide before 
you start- whether you want to share credits or keep them individually. At least then 
you don't get your mate using chem all up himself! 

I'd reccomend Tower Aisouft on it's own Wjth chls chucked Tn the pack is a musi buy 
for any jhoot-'em-up freak. MG 



^■4** 




\^. 



Sadly you can't board 
these Abandoned load- 
ers And get them 
cranked up. Then you 
could do Sonne some 
serious alien baching. 
Be very careful of 
those security chop- 
pers flying around 
overhead. Contact 
means an instant* 
bloody death. 



Well, this is it. The 
last chance to turn 
bach is upon us. 
Stepping into the 
complex niarks the 
beginning of the real 
struggle. The auto- 
rnated base defences 
are a picnic compared 
to what lurlfs inside. 
Do yotj think you've 
got the bottle? 



ETt-rno^^ 
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This time the Aliens are 
faster and there's so many 
more of them it seems 
ludicrous at first. A bit of 
practice soon gets you 
settled in but even so it 
does seem a tad unfair " 





PUBLISHER; Team 17 !_ PRICE: Free with Tower Assault 
I!; DEVELOPER: In House LOUT: Now 






^ PLAYER 

1 SKILL LEVEL 

/SAVE POSITIONS 

Level cocker. 

X CD32 ENHANCED 

Not ihal we can see 

Plenty of power-ups andmuch 
rip-ro3nng action If you like (t hit 
and furious, ihey don'i come much more so ihan 
this Just make sure you've got plenty of plasters 
(for the blisters on your irrgger finger). 



PROS 



GRAPHICS 



SOUMD 



■ ■ ■ ■ ■ 



GAMEPLAY 




Ovcrl)' tnckf in places, and die 
overiil effect pales somewhat 
alongside the follow up, 



CONS 
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hat would you say if someone came and offeree) you a bag load of 
games for newt to nothing' Unless you happened 10 b^ be One of 
the^e suspicious types who always luspecti the wont in people 
(in whtch case you'd assume they were stolen and report him), 
you'd probably take them, wouldn't you? We would, and we d»dl 
Read on... 
Other than games, the home computer has atway? been a rich source of entertain- 
ment in other ways — something it's always had over the consoles. Many of the top 
Amiga programmers of today began programming on lesser machcnes as a hobby and got 
noticed Through the Pubhc Domam scene. Such big name producers as Team 17 actually 
began life as PO companies^ 

As such, [here's no shortage of high quaJrty software arouod for the nominal cose of a 
registratfOn fee. 

To give CD32 owners a ta^te of what's on offer. Express PD have put together a huge 
compilation of tides The smgJe CD alfiO features demos, though many require an FMV 
card to run. Games wise, after loading up the main prog'^m you're presented with a 
menu of what^s on offer, eg adventures, sports, driving etc. Clicking on a category brings 
up a further menu listing all the game of the selected type available. And boy. are there a 

lot! 

Ten different categories are available, each containing around LS titles to choose 
from. You don't have to be major mathematician to realise that's a heck of a lot of 
games. 

Of coursen as with ;ill PD. it's a mixed bag .ind not all titles will appeal to everybody. 
However, there should be something here for everyone. 

Highlights include an excellent version of the age old Tann idea. For those of you unfe- 
miliar with it, the original game involved two immobile tanks placed at either end of a 
brtdscape. The idea was to try and hrt your opponent before he hit you by taking it in 
turn to raise and lowering the angle of the gun and adjusting the power until your shots 
Unded on target. 

Scordjtd Tanks uses this as i basis, but adds a whole host of bright new features. 
Before each round, you have a certain amount of money to spend on various special 
weapons, of which there are many. These add a whole new lease of life to the ultimately 
simplistic original idea. Then there's the multi-player option. Up to four tanks can take 
part Simultaneously, any combination of whjch can be human or computer controlled. It*s 
ill wrapped up w>th some excellent presentation and probably rates as the best ^me <n 
the pack- 

H poundmg the grey matter is more your style, there's a decent chess game included 
as wdl- Its nothing much to look at but n plays a decern game and njns reasonably 
quickly Lemmr/Tfoids K also worth a look if you missed it on the cover CD a couple of 
issues back- Its tustcally Aneroids with new graphics and a few amusing samples. 

For" adventurers, there's the very impressive Starboie. It's an AMOSed point and click 
aihiir which actually looks and plays |ust as well as one or two full pricers 1 could men- 
tion, It^t no Monkey ti^ond but it's got some good ideas and the graphics throughout are 
quite outstanding 




There's no way I could mention every game in the colleaion as there are so many, but 
be warned — they've not been altered from the original diik versions. This means that 
any requirmg keyboard or mouse operation are unusable. It's a problem you'll encounter 
wrth a fair few of the programs. Still, other thin that there's a lot of quite playable stuff. If 
you're feeling a wee bit starved of software- or just fancy a change, this is a fine way to 
gel a big pile of new loot without having to fork out great wodges of cash. \t\ also an 
interesting and comprehensive introduction to the wide world of Public Domam. PD 
software is often the best vvay to see examples of just what your machine's capable of, 
and the CD32'i capable of some very impressive tricks. Already there are some other 
disks on their wiy and the more interest they generate the more there are likely to be. 
Perhaps we'll see some stuff to really push the CD22 as most, like this compilation are 
simply older standard Amiga programs transferred onto CD. 

Despite a few hiccups and the incompatlhlity of some of the programs you really can't 
^ult such a disk. As I said before, there should be a little morsel on here to keep almost 
aoybody but the most uncomputery people happy. Check it out 

To obtain your copy, write to; 

Express PD Galore Registratiori 

Magazine House 

Magazine Business Centre 

1 1 Newarke Street 

Leicester LEI 5SS 
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As one part solution bows out. 

we took it on ourselves to begin a whole 

new one! Cunshtp 2000 will ensure that 

you're playing Microprose's stunning game 

well inco next month, when, coincidently. 

we'll have the next thrilling insLilmentf 

We've also got a full solution of Core's 

Universe which should keep you hitch hiking 

types happy (Another poor Douglas 

Adams joke, eh?- Mark), while 

someone finally dug out the 

Fury of the Fumes tips so we can 

continue the cheats started all 

those issues ago. Enjoy! 

CD32 TIPS INDEX 






■ ' '■" ■ '¥¥#-»*PB¥B-H*-%**f-p-***" b -T 




UNIVERSE 

solution 

The 

Hitchhikers 
guide to 
Universe. 




GUNSHIP 

2000 

PARTI 

Tactical tips 

and homing-in 
hints! 




BUSTERS 

Fury of the 

Furries calmed 
b/ the strong 
influences of the 
CD32G Busters! 
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oc only is it one of 
the prettiest adven- 
tures ever devised 
thanks to its beautifully hand- 
painted back drops. It's alo 
one of the toughest due to 
the huge number of locations 
and dastardly array of fiendish 

puzzles. Help Boris return to 

Earth with this step by step 
solution. A big round of applause go out to 
Darren Price. Troy Norton. Jamie Marton 
and Dave Ward at Core Design for putting it 
together for us. Cheers people! 





I Jump off the diiconnerted service channel and onco (he asteroid below. 



2 Pick up the metal bar and the circuit board. 



3 Jump onco che spmning rock and then onto 
rhe bridge which lead» to the next scene. 





^PUBLISHER: Core Design _ PRICE: £34.99 
ft. DEVELOPER: In-house ^ OUT: Now 




4 Insert th« metal bar into the panel of the sawflite dish followed by rhe circuit 
board. 



S Uie the panel and turn on the filtration tj^iem lo Gavric Homewoiid and link up 
the service duct to Gavric too. 



6 Walk across the service duct. 



T Puth /pull the air ducts and you'll be tucked down co the asteroid with the spin- 
ning rock- 



B Pick up the mirror, jump onto the spinning rock and go back to the satellite dljk 
Go to the next screen, walk to the far end and turn lefL 



9 Wait for the robot to pass then throw the mirror at the lasers. 
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1 6 The code is 87764, 



1 7 Navigate a course to flalkmoi 7 (third to the left of where you ire). 



1 8 Descend to the planet and select the top fight quadrant. 



PO Go to Stiphinaj'i house arid \MC [he keypad by the door. Once inside attack the 
door keypad with the meul bar 



1 1 Open the wardrobe and wear the tutc 



1 9 Pick up the drotd and the spray can. Combine them then use on the aliens. 

20 Jump in the car and ascend Set a courie for Jor^sley 4 {the next planet down on 
the map). 



2\ Descend and select the top left quadrant. 



21 P*ck up the rock and throw ii at the alien. Use the droid on the blob- 



13 jump in the car and select the bottom right quadrant. 




(2 Use the arm computer on the console, then use the console to open the window 
shutter. 



1 1 Jjmp through the window. 



H Use the computer with the car then enter the car. 



1 5 Insert the keycard into the tlot on the left of the control paneL Use ^ console 
on the ri^hL 





14 Talk to the old man in the hut then give him the blobs. He will give you some 
carvite. 



15 Get in the car and ascend. Head back to the PfaJlenop asteroids. 

16 Offer Snorglat the medicinal herbs. 



17 Dock with the ship — left mouse button to accelerate, nghi button to activate the 
clamp. 



18 WHEELWORLD Landing Bay ref. 7B9c 

After being shot by SNOftGLAT jump In the car and the navigation screen will 
appear. 

19 Select Landing Bay ref. 40e and set course. 



30 You should now be on a landing bay with i mechanical droid. Push it into the hole 
and take the steeJ cable out of its box. 



3 1 Get back in the car and steer a course for bay ref I h. 
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46 A& loon ai die tram icops, ;ump onco th« supporting beam on the right then jurnp 
down to the lower entrance. 



47 Go through and walk right to the air-fittering duct. 



32 Walls out of the larding ba/ via the gate arth. FoHow the car down to the bottom 
of the freewa)'. 



33 You arrive in a section calted Kaleev Way Go up the escalator, right and up the 

next CKalator, 




34 Go to the di^pen^er n^achine with 
the card t^ot and msea your ID card. 



35 Colica 'Haippy Carv" and enter the 

arcadei. 



36 Once tn the arcade talk to the 
alien on the right and buy him a 
br^ndy. 




48 U^e the droid with the ducL 



49 You ihould now be in the spaceport departure lounge 



50 Search for a tid^ct tcrmiiul and imert your ID card. Get the ticket and leave by 
^e left hand door. 



SI You should be at the corridor leading to the liner shuttle. Use you ticket on the 
forced eld terminal. 



S2 Go through and use the keypad to enter the shuttle. 



37 Combine the Happy Carv with the 
Srandy the" talk to him again. 



38 When the alien fainti. Barli will take his badge. Now leave the arcades and return 
to the freeway. 



39 You will now see a healer and some iet-packers. Boris wiH talk to the healer then 
stare chasing the jet-packers. 



40 After defeating the jet-packers, you will be on ^e landing bay ref Ih with a jet- 
packer. Talk to the jet-packer and get the healers hand. 



41 Go back to Kaleev Way and see the healer in the taxi bay> 



42 Talk to the heater and get a starchart from h<m You wiU both walk off and you 
wi\i see EUron Kaleev Boris will run off into a pas^e. 



43 Move Boris onto the lift and use the see! cable to get down. You can talk to the 
tramp but he is a red herring (stifled obvious gag — the VD32G team). iHuhl?-Mark^ 



S3 You can talk to various people in 
the recreation ground but none of 
^em can give you any information. 



54 Get in the lift and selea level 
one. 



SS When in the corridor talk to the 
two men and try to give them the 
right answers. 



56 Walk to the left and enter the 
first door — this is your room. A 
hologram will appear and tell you 
what to do. 




57 Use the communications console to select level three and MyreU. This is the 
room with the healer Myrell inside. Have a conversation with him and go to his room 
(room five, level three). 



Run between ihe neon sign and the big building. 



58 Tafk to Myrell and collect a starchart 



45 Walk onto the bridge and |ump down onto the monorail then proceed to the 
next screen. 



59 Combine the two charts and leave the room. 





n 
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60 Talk CO che assassrn and when the 
liner blowi. collect the assassin's PTV 
card. 



fif Move down to the hanger via the Idt 
and into the bloc PTV vehitle. 




81 Tel! chc droid to go and see the sentinel droid. The ornamental droid will come 
back to you. Tell him the password. 



B2 Wait for che explosion then go to the lefinnc^i Pick up the bsttenes and combine 
with the power gem/cloak device. 



6Z Use the navigation screen to set a 
course for Ankarlon 5, 



63 Walk to the left arid lake the long 
meal bar from the junk pile. 



44 Combine the bar with the starcharts. 
Jump rnto the car and take off. 



63 Use ^e arm computer with the cJock device etc. Walk past the lentmels and to 
thelefL 



64 The next screen js automatic — follow whM is ^id and done. 



65 Now cloak again and go back to the droids at the citadel walk 



86 Talk to the dri>id on the right and make him blast the wall. Go through the hole in 
the walJ. 



6S Set course for DaaHor-Korv. 



66 WaJk far right to the shnne and 
insert the itarchart/meial bar into tf>e 
shnne. Tou will no* be sucked into the 
portal. 



67 Walk across the bridge into the next 
screen Look at the large rock structure 
on the left and see what <t tells you. 



87 Run to the nght. Keep running until you tome lo a descending section then go 
down and run right until you come to a dragon. 



8B Throw the ID chip into the dragons mouth- Jump behind its tail and wait until the 
robot gets eaten. 

69 Jump out and pick up the droid's batteries. 



68 Start from the bottom right path and 
go bottom right, top right, top middle, 
top left- bottom left and bottom middle. 



69 When the laser beams have gone 
threw the rock at the power gem and 
collect It. 



70 jump jn your car and go back to 
Ankarlon 5. 



71 Open the panel on the front of ^e 
crawler and use the power gem to 
activate the teleport. 



71 Enter the teleport And talk to the 
creature mside. 



73 Now combine the cloaking device you 
receive witti the power gem. 



74 Exit and set a course for the 

Mekanthallor galaxy. 



75 A large pnion shrp will capture you. 



90 Jump onto the ledge below the dragon's head. 



91 As soon as you get blasted, activate the cloaking device. Run out of the way and 
move to the 'eft. 




92 Stay cloaked and push/pull the droid on your near right. Watch him bbst his fellow 
droids. 



76 Talk to the man -brute and gel some 
information from him. Wart for two 
ensigni to talk to the man-brute then use 
the teieport to leave the ship. 



77 Tou will descend to Coros. 



78 Do what Snorglat's brother tells you 
and walk down the pier into the dty. 



79 Talk to Oorshiv and foltow him. then 
walk back to the city. 



80 Talk to the sentinel robots (one 
screen down from the city screen) then 
waJk back to the city to talk to the orna- 
mental droid. 



93 Now walk up and to the lefL Talk to the man-brute and take the power arm from 
him. 



94 Walk to the left and you'll find the Baron and the Emperor. Go through the 
conversation and. when asked, throw the power gem. 



95 FINISHED 1 
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B lying a modern combat helicopter is no easy matter, 
and wading through Gunship 2000'^ manual is as much 
WW a challenge as it is to implement. Have a scan through 
our handy condensed guide to basic strategy and you" soon be 
throwing that chopper about like its what you were born to do. 
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hen letting up a game, never select the 'easy firghc' option. In ihis 
mode, the pitch ere of C*ie helicopter does not have any effect on 
lift. Tilling the nose forward or backwards speeds you up and ilowi 
you down respectively It's also possible to bank very steeply wich- 
Oi« losing altitude. The on^y way to regulate your height is by 
adjusting the collective level. This may sound rather handy but the 
cons far out-weigh the pros. On a personal level the game i& far leis satisfying to 
play, but. more Importantly, you lose a tremendous amount of manouvreabtlicy and 
flexibility in the air. 

Also, turn the co-pilot/gunner option to no assistance. Computer controlled 
gunners tend to take pot shoti ii unimportant targets If they happen to come in 
range This can be annoying rf you're running low on a particular weapon, necces- 
nry for the completion of that mission. 

When flying through vaHeys and cuctmgi it'i far easier to use the chase wew as 
|udging the distance between the walls and the rotor tips is very tricky. 

Spend plenty of time on the gunnery range. Even the poorly equipped enemy 
irmies have the hardware to give you a tough time if youVe not completely at ease 
with the controls. At first, turn off crashes so you can get as long as possible at the 

controls- 

Don't be too vt^rrted about maintaining recommended 100' to ISO' afcitude. 
Get used to banking sharply and quickly re-establishmg operational altitude. Be sure 
to pull the nose up as soon as you enter a ^teep bank or you1l never make it. 

GUNSHIPS 

The first thing to do after reading the mission brief is to decide on the best 
machine for the job in hand. At the start of the game you're lim/ted in that a num- 
ber of (he copters are rank restricted. That aside, here's a few points to bare m 
mind when making your decision. 

ORDNANCE 

It's no good choosing the right helicopter if you then kit it out with all the wrong 

gear. Widiin the limitations of the machine, you have total control over the arming 




PUBLISHER: Microprose PRICE: C34.99 
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of your chopper {and the others in you unit in the campaign game). Pay careful 
attention to the briefing and stock up accordingly. Use this as % checklist while 
cross referencing from the mission bnefing. 

Any seaborne engagements will almost certainly require you carry either 
Maverick or Penguin missiles. 

Against armoured convoys or fortifications, take Hellfires (A or B). TOWs or. if 
you feekng brave. H247 rockets. 

If youVe warned of extensive air activity you might want to take out a little 
insurance. The odd enemy chopper can be prcked off by cannon fire but you might 
not be able to get a lean shot in the heat of battle. Sidewinders or Stingers are your 
best bet. You can carry twice as many Stingers but they're limited by relatively 
short range (SOOO metres). Sidewinders are ver^ reliable and effective up to Ifl 000 
metres, 

Ungulded rockeu are very useful as they're so light but to use them effiftcdvtiy 
cake practice. On^y use them when you've mastered control of the helicopter. 
Rockets are best fired from a hover but this position leaves you wide open to 
attack. 

STRATEGY 

Be cunning when setting way points. It*s very tempting to make waypomi one the 
primary target, waypomt two the secondary and waypomt three as home. Plot way 
points so that you hug hillsides and make use of any natural landmasses you can 
Tmd. Try and set each waypomt in an area of cover. Each time you reach a way 
point, "pop up' quickly and iCan the area then duck back down, out of sight, An^ 
targets you saw will no be plotted on the map^ Th^s allows you assess your situa- 



At the control of a BlaclchBwk! 
Let's hope that hanjjer's on our 
side or we're in trouble cos it 
look^ like the copilot is tahmg us 
down whether we like it or not- 
Tch -^ some people. 




n 
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Oh dear - looks the CO wasn't too imprejsed with the last mission. 
PersonalJy I believe in staying out of trouble and getting back in one 
piece- If there's heavy enemy defences around the target then I'd 
rather go home and get a roasting of the Commander than a roasting 
off an AAA sight. Okay, okay. Maybe it was a bit weedy doing a runner 
on a training mission but you've gotta keep in practice. 
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tion and. jf neccessary, adjuii current way porn is lo avoid hot spots. 

Make use of the FARP uniti. TheyVe always i Iok closer to the targets than your 
helibaie and lt'» usually worth making a pit Stop before engaging your designated 
obiecfjves. especially if you got driwn into action on the way. 

DEFENSE 

Four modes of defence are available to you — chaff, flares, jammers and your own 
flymg ability. 

Always keep one eye on the threat display and warnmg lights. The radar light 
flashing means an enemy radar unit is making sweeps but has not yet zeroed you. In 
this case try and duck behind a hill. Usmg any counter measures will only draw 
attention. Should the light become permanent*y illuminated it means they've got 
you and a missile's flymg. Watch the the d<iptay, lam, then turn away at the last 
possible moment Ahvayi use the jammers where possible as the chaff is limited. 
The same goes for IR threats. Try and |am them first, using flares only if absolutely 
neccess-iry. 

The best form of defence li stayln tow and our of sight If they can't see you. 
they can't hit you. 

AIR TARGETS 

Hmds are your biggest worry in the air. They like nothing better than to get on 
your tail and cut you to pieces. If you carch sight of one in the distance it's very 
Ctmpl^ng to take out any nearer targets first, bui hv careful Always be aware which 
way he's going as he'll attempt to get behmd you. Alternatively stay on him and 
dodge mcoming threats from the ground 

Stingers or Sidewinders will bring down enemy aircraft at range but close up. 
your best btii the rhain gun. Rockets can be used but it's more hassle than it^s 
worth. 





The cha&e view. Most of the external vi«wt are pretty cosmetic as flying 
the helicopter is rendered virtually impossible, at least with any degree 
of subtlety- This particular view, however* is usefull for negotiating con- 
fined spaces such as cuttings and valleys (see main text). Yoo can see 
exactly how much clearance you have between wall and rotor tips but 
you don't have the benefit of any instrumentation. 
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The graphics were greatly souped up to make use of the CD32's speed 
and processing power* now. let's get on with the job. Uh oh- Looks like 
weVe too late. Somebody seems to have trashed that bridge already. 
Never mind. How about a bit of fancy flying? Let's see how fast you can 
negodate that river valley without getting wet feet, Hal Eat rny shorts, 
so called Tom Cruisel 
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Flying in the snow might not make for very interesting views, but it 
does make those sneaky enemies very hard to spot. Not this time 
though, eh? There's nothing more satisfying than seeing a particularly 
irritating enemy emplacement go up in a cloud of smoke- Remember 
to select the correct weapon^ though- 
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GROUND TARGETS 

Tanki and troop carnerj are. more often ihan not, proiected by extensive radar 
and infra-red networks. These should be picked oR first before the relatively easy 
job of taking out the armour Hellfires at range will do the |ob m no time. 

The 'pop up" technique is your greace$t wapon, espedally in the hilly iurround^ 
ings of Europe^ Hover behind a hiti, pop up. scan, duck down. Check the map for 
target positions, select that which poses the greai«t threat- pop up once more and 
grve it your best shoL Provided you chose the right weapon, your job should be 
made considerably easTcr 

EMERGENCY 

Just as important as any other aspect of flying Is knowing what to do In an emer- 
gency situation Keep a close eye on you systems status, if you start taking hits, it's 
viiaEly important lo make a quick decision as to whether or not you should carry 
on. Should you lose an engine, your best bet is to head for home. This throws up 
another dilemma. You can fly back at low levd, hoping to avoid any more enemy 
engagements. If you can plot a safe route then by all means do so. Unfortunately, 
should you be hit by a stray shot, losrng the other engine will result ^n certain 
death. The alternative is to climb to altitude This increases your chances of being 
bit but at least youll have time to carry out an autorotaiion. This is technique for 
landing wittiout power. As soon as you hear the second engine losing power, imme- 
diately disconnect the rotors and put the machine tnco a shallow powerdive. As the 
ground comes up. pull up the nose then raise the collective to maKlmum, This 
should cushion your landing. 

If you find the helicopters badly damaged and hard to concroL and 
you're over enemy territory, you're a sitting duck. Better off to 
d<tch the chopper and take your chances on foot. If possible, 
land as cfose to a friendly unit as possible. This increases you 
chances of escape. 





msswtMKit; 



Always study mission orders carefully. Certain vitu- 

ations may make it inadvisable to accept a mis- 
^ sion. For intt^nce weather conditions severely 
ft limiting pairtoad capacity where plenty of fire- 
H power is going to be essential. You'll get a rep- 
rimand on your record, but at leut you're still 
aJive. right? 



The Urge scale map shows the entire playing area. The 'P' is your pri< 
mary target, the 'S' is the secondary and the '6' is your heli-base^ Major 
land features like hills, rivers and roads aJso appear on here and are 
useful for reference during flight to keep Crack of where yoii are in rela< 
t ion to the enemy- 




to IVW CKff -*i ft 
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When setting waypoints, it's always best to use the magniried version 
of the map. This way you can be far nr>ore accurate in plotting posi- 
tions. You can also see the locations of any previously clocked loca- 
tions. NB Symbols for moving targets like tanks represent their last 
known position. 
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Kiowa 

This ts the mititary incarnation of the famous |et Ranger. It's specrfitally a 
scout helicopter for uie on reconaissance missions, YouD have little use 
for it once your rank entitles you to fly the Commanche Scot however. 



Defender 

This light attack chopper h belt suited for for quiclc in^out strike missions. 
If you expect heavy enemy involvement, though, you'd be better advised 
to go for one of the more powerful gunships. 





Blackhawk 

This is primarily a transport helicopter. Don't forget to include one in any 
mission involving dropping off or picking up cargo- If you don't have one, 
you can't complete the mission - it's as simple as that* 



SuperCobra 

The forerunner of the Apache- A gunship in the same ve^n with strike 
missions behind enemy lines in mind. Really it's down to personal taste 
which you should choose Eo go with. Personally, I'd take the Apache every 

time. 




Apache 

This is the one to start with. Before your rank rtses to the point where 
you can selectbetter planes, this is the baby to fly. It's fast, robust and has 
ruled the heiicopter roost for several years. Despite the emergence of 
new technology, there's plenty of life in the old dog yet_ 




Longbow Apache 

The big brother of the Apache, but it's rank-restricted, It's faster, can 
carry a superior weapon payload, and has the useful addition of an optical 
mast above the rotors. This allows you to see over hills without actually 
exposing yourself- It's a bit like periscope really. 




Commanche 

The ultimate helicopter gunship. It's the obvious next step from the 
Apache, utilising state of the art stealth technology to make it a fearsome 
and elusive predator. However, to make full use of its improved capabili- 
ties son^e new techniques must be master. 




Commanche Scout 
Basically an unarmed Commanche- There's no better machine for gath- 
ering intelligence on enemy troop movements and positions. The 
Commanche Scout will get you in and out and the enemy won't even 
know you "ve been. Well, after a bit of practice anyway. 
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Lagoon Level 2 



To Che \ek of the parasol, buned in the sand, /ou'lf see a plani. Sand on the \eh hand 
tide of che plant, and jump up with the Red character. Get him to brce in mid-air. A 
hidden block will appear, and /ou can uw it to gain acce» to the hrgher area to your 
Wt When you find the sand castle, keep jumping up ^nd down on re until a hole 
appears. 




Lagoon Level 3 



Rhght It the end of the leve^ you'll see a tree behind the Exit sign. Using the Yetlow 
character, iiand in the shallow water and «hooi at the tree until the middle sectron 
diuppeafs. This IS the entrance lo the secret room^ but you'll have to carefully leap 
over the Ejift sign to reach it. 





W? f the frustrations of Fury of the Furries are still 
driving you to self mutilation, by way of gouging 
your armpits with a paper dip, then were nere to 
rescue your underarm areas. Following on neatly from last 
months guide to the secret rooms of the Desert level, this 
month we take a look at the Lagoon — Ingenious! 






Lagoon Level 4 



Despite only having a Red Character on thJs watery level, you can still succeeds 
Usually only the Blue character can swim underwater, but if you get him bouncing 
nice and high on the springboard, and then leap into the water bebw. he'll sink like a 
stone. You cannot stop his de^enc to the bottom of the Ugoon. but if you press up 
on the control pad you can stew him up. Stay close to the rock face on your right, 
and keep trying to eat a section of the rock face. Eventually you'll come across an 
area that comes away - — the entrance to the secret room- 




Lagoon Level 5 



Once you've made the water level Hie, and are able to reach the Exit, swim across 
toward the Exit sign, but just before you get out of the water use the Red character 
to eat away at the rock to expose yet another entrance. 






Lagoon Level 6 



This ti really easy as ah you have to do is make your way up the first water^ll you 
come to, then v^lk past the tree on the left to gam access to the secret room. 




Lagoon Level 7 



You have to ensure that you move the slabs of rock into position so that you can 
reach the moving platform that takes you to the fast key and the entrance to the 
secret room. Once you've got the key, go to the left, and dig out the wall, before 
drggmg downwards until you gain access. 




Lagoon Level 8 



Once you've used the Green character to swing across the pools of acid, use the Red 
character to eat away at the wall on the far side of the pool. 
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Who *ays the fun's gone out of ChrKtmas? Only when 
youVe older can you throw on a Santa Claus outfit and 
scream 'Ho ho ho* into the ears of Ifttle kiddies, making 
them cry and turn into psychopathic politicians later in life. 
Sheer joy and bliss, eh? 

But what will the leason of good will and harmony to all 
men (and women, of course) bring depressed Amiga and 
CD32 owners? Well, as I write this, CEI are pushing things 
forward in terms of a buy-out, although Commodore UK 
are wading rn with their own offer too. While Christmas 
stocks are out of the question, It does look like something 
will be sorted in time for the New Year celebrations. 
And then? Who knows. Hopefully, we^lt have a new look 
Commodore with the strength and the foresight to deliver a strong rrtarketfng push, 
effective price points and decent hardware* If that's the case then it'll be a Happy New 
Year for all involved! 



<»H' 




an you please answer the following 
quesdons: 

I I have heard the Amiga are nuk- 
ing a CD64. If so are they going to 
make an upgrade for the CD32 to 
to make it into a CD64? 

2 I would like to know jf Rebe' Assaul. X-Wing 
and Tie filter or any of the other Stor Wan 
games are coming out on the CD32^ 

3 Are any more flight stms coming to the 
CD32? 

4 What other beat- em-ups are coming to the 
CD32? 

5 At Live '93. my father asked the Amiga rep 
whether there would be a facility to enable the 
CD32 to use AI200 software. He was informed 
that Amiga had a warehouse full of equipment 
which would be released in June 1 994 when the 
CD32 had been given suFHcient time to settle In. 
Can you please confirm with Amiga the correct- 
ness of this statement or was he referring to 
the SX-I, 

Thank you in anticipation. 
ADAM FARNSWORTH, Ric km ans worth 

1 Er, urn, I guess when we know what's 
actually happening to Commodore, we'll 
know what their future plans are. 

2 No plans at present by the looks of 
things but we'll keep you posted. 

3 Expect so. Look out for more 
MJcroprose goodies. 

4 Hmm. Beat-^em-ups have gone off the 
boil of late — looks like we're back to 
more innovative software at the moment 
if this issue's anything to go by (albeit 
Amiga conversions at most)- Have you 
checked out Rise of the Robots yetF 

5 Dunno. Sounds like he WAS talking 
about the SX^I, but he was an Amiga 
salesn^ant not renowned for their accu- 
rate inforniation, so who knows what the 
hell he was on about? 



ongratulations on producing an 
excellent magairne for the CD32. 
Could you please answer some 
questions which I have for you? 
I When the CD64 is released, will 

Commodore bring out an add-on for the CD32 

which will enable it to run CD64 software? If so 

how much witt it cost? 

2 Wili Commodore's version of the SX- 1 be 




any different to the Paravision SX-I. will you get 
a disk drive and keyboard with *t and how much 
will tt COSL 

3 In Amiga P***r it says Mortal Kombai U is com- 
ing out on the Amiga. Does this mean there will 
be a special enhanced version for the CD32 and 
if so when will it be released? 

4 In the first issue o^ Amiga CD32 Gamer you 
said that Namco would be converting \oxs of 
their arcade games to the CD32 but so i^r none 
of them have been refeased. Does this mean 
chat none of them will be coming out on the 
CD32? 

if they are still being converted, what games 
will they be and when will they be coming oot? 
ALAN MORRIS, Alness 

1 See above letter. Until we know what 
Con^modore is up to, details about a 
CD64 or upgrade package ar simply 
speculation. 

2 Arghl At the moment, we just DONT 
KNOWI 

3 Nope, pretty unlikely, 

4 Well, we didn't put it quite like THATr 
In fact. Commodore were in on the act, 
and the game in question was Starbiadc. 
Of course, with Con^modore going into 
the hands of receivers, the whole thing 
was put on ice. 



hanks for a dedicated CD32 maga- 
zine. At last, no more splashing out 
on Amiga mags, throwing av*^y the 
disks and readtng about two pages 
of news and review on CDs- 
Whatever happened to the animated intro 
on Cannon fodder, as shown in issue 2? I think 
you might have reviewed the PC version. 

Another niggle I have is over game endings. 
Do you not think that, when you've spent hours 
playing a game, you deserve an ending to sit 
back and enjoy? Main offenders being Cannon 
Fodder -^ a stKI picture of the Sensible crew 
with a message saying The End. especially when 
there's over 60 minutes of empty disk space. 
Also HcitndaH 2. Although the^e may not have 

been an interesting intro they could have had a 
cinematic ending. 

Any release dates for Connon Fodder 2, TFX 
or Fieid% of" Glory? 

Best of luck. 
ANDY FORD, Canterbury 
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Last things first — Fieids of G/ory is out 
now (and reviewed in this very issue), 
Connon Fodder 2 and TfX are pencilled in 
for the first quarter of next year 
(although don't be surprised tf they slip 
even more). The animated tntro on 
Connon fodder was in existence on the 
review version (or so the Wynne bros tell 
me) but Virgin did away with it for final 
release — 'and why, I shall never know\ 



orry about n^y latent letter I sent 
to yoa Remember I got some 
compiaints about the slight delay 
of issue five? Well, when I mailed 
this letter to you. two days later 
(November 21 that is) I got the letter. 
Apologies for this! I noticed issue 5 is just 
great! Actually you can call it a whole new 
approach. For example the easy-to-use new 
menu system is much better than the old one! 
So keep up the good work. 

Okay — I got some question for you to 
answer 

1 Are we actually going to play Rs^e OfTht 
Robots and Mega Race in issue ^'. If we do 
please make them playabie! I played Rfse Of The 
Robots on the coverdisk of PC Power and it's 
just fabulous. 

2 Every month I look at the release dates of 
upcoming CD software and in this month's 
issue I noticed that Cyberwar is delayed to 1995 
and even worse — I could not find Novo Sxorm 
on the liSL I hope this does not mean that it's 
not going to be produced for ihe CD32 
because that would be a real shame! 

3 I've got some problems with the cover CD of 
this month. The demo of Super Stardust would 
not play the tunnel sections on my CD32. k 
loads the first two time and then my CD32 
resets itself! Is there anything t coutd do about 
this to run it properly? 

And no, I'm not going to send my disk back 
to P,C- Wise because I coutdn't miss it for a 
minute, 

4 Is there in the near future a player's guide 
coming for the game Umverse? 

Please print this letter in the mail section 
because I would really like to know the 
answers to my questions. 

Keep up the hard work. 
BUYSJO, Belgium 

Well, thanks for the compliment though 
I'ni not entirely sure what you're on 
about- Still, we always like to hear fron-i 
our readers over the pond now and again 
— it makes us feel like we're doing our 
bit for world unity. Anyway, on with the 
answers-.. 

t You've played ROTR now on our den^o 
last ish — Mega Race may come Up in the 
forthcoming months. 

2 Cyberwdr has been delayed, while Novo 
Storm looks to have been shelved for 
now. 

3 Ah- Hrnm. Something we in the Indus- 
try caJI a technical hitch. Just cake our 
word for it — it's good- 

4 We're nothing if not prompt- Just flip 
across to the tips section and you'll find a 




complete solution to Core's epic inter- 
galactic quest. 



ecentty \ was planning to sell my 
A6(X) and games for £250 and buy 
aCD32for£240. However. I 
bought one second hand with 
Pirates Gold. Chaos Engine, Zool, 
Frontier Robocod and all of your coverdisks 
for only £ I SO! There are three things which are 
annoying me about the CD32's publicity. 

1 Recently I wa^ reading in a magazine how the 
CD32 is 'Dying". There are loads of decent 
games for rt ^— Conn on f odder. Ubera^on. Kid 
Chaos etc. There are hardly any CDi games so 
that could just as easily be 'dying"- 

2 I read somewhere etse that more than 50% 
of CD games are bought for the CD32 so why 
do I walk into Smiths and see MegaCD games. 
CDi games but no CD32 games? I've found that 
mail order is the best source, but it isn't as sat- 
isfying as walking into a shop and buying it. is it? 

3 As far as 1 know you are the only CD32 mag- 
azine whereas there are loads of PC CD-ROM 
magazines with toads of cover CDs. 

The CD32 is a decent piece of kit but some- 
one needs to get their finger out and advertise 
it before it becomes a suburb with the Saturn 
etc. 

If you want to send me a free game, feet free 
to send me Co nnon fodder. 

Keep up the excellent mag. the only mag (I 
think). 
PHILIP WILLIAMS, Cullompton, Devon 

I've been to Cullompton. In fact, I've 
been there lots, since I live there. Not 
that I was influenced^ but I thought the 
public should know. 

1 Good point. If the enthusiasm of CD32 
Gamer readers is anything to go by, the 
niachine doesn't even have one joypad in 
the grave. 

2 Nope. Search around specialists like 
Game, since they carry a good supply of 
games. 

3 Ah, back to the sorry state of 
Con^modore. Let's face it, little's going 
to happen before all that's sorted out. 

Since it's Christmas, we'll send you a 
free ex-Editor. Mark W's been packaged 
up and will be there in time for the big 
day. Water regularly, feed only at 
lunchtime and keep him in cigarettes. 
This \s the only way to ensure that he 
Stays miserable in a contented kind of 
way. 



bring a tale of woe and [oy. 
Joy of joys C032 Gamer issue 4 
arrived in my local newsagent. \ 
paid my pennies and rushed home 
to behold the delights of the cover 
CD. On closer inspection of the CD, a rather 
large sticker covered the disk claiming that Litil 
Dfvtl may crash on some machines. With fingers 
crossed I booted inii DM). All was weN until I 
entered the tunnel section, the game stopped 
dead. Despair and sobbing could be heard. The 




disk was banished to a soggy drawer. 

Now for the good news. 

Hours later I decided to try the game again. 
This time trying a different approach. Using the 
Amiga early startup coniroL I changed the 
display options to NTSC, Low and behold Lrti7 
D\vii ran perfectly. Happy happy joy joy (as Ren 
and Stimpy would say) Util Divit is dead no 
more. 

For those with the same dead Util Oivit here 
is what you need to do; 

You need co run your CD32 through a 
SCART TV or monitor, ff you use a normal TV 
the picture may roll. You aiso need a mouse 
connected to joyport 2. 

1 Press reset and hold down both mouse but- 
tons and the eariy startup screen w(]l appear. 

2 Select the display options with the mouse, 
then select NTSC from Display Type and select 
USE. 

3 Race Utit Dm) demo in CD32. 

4 Select boot with the mouse and hold down 
the yellow button on the pad. If the screen is 
now roiling you can't can't run Util Div}l on your 
TV. If the ^Now loading Utif OiviF message 
appears you can now play the demo fully with 
no horrid crashes. Have fun with this fab demo. 
ALAN NIEL, Scarborough. 

Thanks. Hopefully that will put a few 
other CD32 gamesters out of their 
misery. 



*m \4 years old and have never 
owned a computer. Sad isn't it? My 
mum says I can have one for 
Christmas but I don't know which 
one to get. There's so many 
around I'm baffled! My mate told me to get a 
Megadrive but that's |ust so he can nick my 
games because he's got one too. I know the 
Super Nintendo has better graphics. I've heard 
good things about the CD32 but everyone I 
know says there's no games for it. I bought 
your magazine and it had some good reviews 
so I know this isn't true, I know you'll say the 
CD32 is best but I'm getting realty desperate, 

V^at should I do? 
CHRIS COOKE, Co. Durham 

Such panicJ Such con^ernationl The 
answer's easy, lad. Get a CD32, «ave your 
pennies and then, one day, you'll be able 
to convert it to a regular Amiga too, giv* 
jng you the best of both worlds. A Mega 
Drive can't run CD games without an 
expensive MegaCD add on, and we aJI 
know just how poor the gan^es are on 
that. 



want to buy a CD32 but I've got a 
couple of questions to ask if you 
coutd spare a little space in your 
fne magazine. 

I I have an Amiga A500 and was 
wondering if it could be connected to the 
CD32. I know there s not much space for sav- 
ing game data on the CD32 and would like to 
be able to save to disk through my Amiga. If it's 
not possible, is there a disk drive available that 
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can be connected directly to the CD32? 

2 Is It possible to buy a keyboard for the CD32 
to turn rt into normal computer? 

3 Can a normal Amiga mouse be used with the 
CD32 to control games like Cannon Fodder and 
Legacy OfSora^H as I know these would be 
tricky us^ng a joypad? 

4 Is Theme Pork going to be on CD32? 

Please help 
JOHNATHAN iMPEY, Derby 

I knew a John Impey once — he was man- 
ager of Torquay United. How the mighty 
have fallen, eh John? 
1/2 Yes, may be, dependent on 
Commodore, 

3 Some games do allow you to use a 
mouse, such as Beneath A Steof Sky from 
Virgin. Chech out future reviews for such 
information. 

4 No plans at present. 




think that ls£u£ five's section on the 
1 200 CD was a very good idea as this 
unit boosts (or ac least will boost) soft- 
ware companies confidence in further 
CD32 developments. I think that, with- 
in a year or so. there will be a much bigger market 
for Amiga products once the Sega and Nintendo hype 
dies out because there arc lots of people out there 
who want a proper computer and will eventually buy 
an Amiga as opposed to a PC mainly because of the 
very reasonable price bracket the Amiga is in. In 
order to keep the Amtga in a health^' market place 
these are some of the steps Amiga International 
should make. .. 

1 Make CD64 backwards compatible with AGA 

chipset, 

2 Urge companies to write more software specifically 

for expanded Amigas (Le, a CD32 with an extra 2Mb 
SIMM fitted via SX-I or forthcoming module from 
AVL). This will give 1 200 and CD32 owners a reason 
to expand their machines and. let's face it, faster 
Amigas wHI g<ve PCs a run for their money, 

3 AVL should afso concentrate on spending huge 
amounts of money on advertising. It worked for Sega, 
right? 

Anyway, this is my theory on what should happen 
in 1 995, Zappo CD units will be snapped up even 
more rapidly as CD32 games improve. Therefore the 
floppy market will begin to disappear more rapidly. 
The disk drive wit! then become more of a save utility 
rather than a necessity for loading software. Those 
with Al 200s will perhaps see the light when floppy 
stuff staas getting less popular and either buy a 
Zappo/ 1 200 CD or sell the 1 200 and buy a CD32 
(and whoever buys a second hand 1 200 will mevitably 
buy a CD drive). Also some PC owners (not many, 
sadly) will be won over by the Amiga's higher resolu- 
tion graphics or, if rumours of an Amrga card are 
true, will make the Amiga an almost indestructtble 
market- If enough cards are bought by existing PC 
owners then, accordingly, software companies w»|| 
develop more for the Amiga than any other machine 
(maybe). 

I'll stop now, but thanks for a great magazine. 
MILES JACKSON, Rayleigh 

Nothing like good old-fuhion optimism! A few 
good pointi, Miles, although Tm not sure 



about spending huge amounts of money on 
advertisrng- It's not a sure fire guarantee of 
success - even though Sega are market lead- 
er^, they've hardly made bundles of money. 
Being market leaders counts for little rf you 
can't make the books balance, as Commodore 
themselves will no doubt cell youl 
Furthermore, having already seen the 
American company suffer such dramatic finan* 
ciaE difTiculties, Amiga International (or CEI as 
it now looks like) will no doubt have to con- 
centrate on a fine balancing act before being 
able to throw millions at TV advertising and 
stunning marketing ploys. Still, Pll raise a glass 
to your sentiments and hope that the New 
Year sees a strong company behind the Amiga 
and a bright *n rosy future for the CD31. 




bout your reply Co David O'Reilly's let- 
ter about the number of save units his 
games used, your answer only con- 
cerned future games — but what about 
the games we have )ust now^ 
Surely Commodore or someone else could come 

up with a memory upgrade so that we can ptay at 

least more than one game, save it and then go on to 

play another eg UFO and UberaUon which t have got 

both of, 

I think this is a better way than a £200 SX-I and 

disk drive and then depend on software publishers to 

accommodate it. 

ALAN STEVENSON. Lanark 

Well, that'^ Mr Wynne for you - blinded by 

the light, head in the clouds, thoughts in the 
future. Had a point, though. As for 
Commodore coming up with a memory 
upgrade^ I'd be surprised ^ probably too small 
a market and a lack of genuine interest to 
make it really worth their while. 




hanks for the the second best CD32 
mag,.- Oh! Sorry! Wrong mag! WelL 
like I wasn't saying, thanks for ^e very 
best CD32 mag. Could you answer 
these questions? 

( Is there the slightest chance that Rood Rash will be 

coming out on CD32^ 

2 Will Ground Zero Texos come out? 

3 When is Rebd ABsaott coming out 

4 I heard that Pnrrtof Roge is coming out. is this true? 

5 Is iownmawer Man or something similar coming 
out? 

6 Will great games Jike Rsdge Racer and Daytona come 
out? 

7 Is jt possible to use FHV without an adaptor on 
CD32 and, if so. will any games use it? 

8 When will some ground breaking graphics come to 
CD32 because the only which has a great intro and 
game graphics is Al^rocosm, All my mates take the 
mick because one of them has a 30O and all my 
games have great intros then 1 6-bit in-game graphics. 
I'm fed up! 

ANONYMOUS 

Hmm. With a joke like thatj Td stay anony- 
mous toof 
\tVV4fSl6 Doesn't look like it. Sorry to be 



brief, but, to be honest, most of those games 
are console games, and, since we're seeing 
mostly Amiga conversions and the odd origi- 
nal game, it's unlikely that we'll see direct con- 
versions of such titles to the CD32 unless they 
get to the Amiga First, And I don't think the 
likes of Ground Zero Texas wUI ftt on a few flop- 
pies, do you? Rood Rash may make it one day I 
guess, although, in all cases, there's little newi 
to point to an imn>inent release. 

7 NO! Not true FMV anyway, although 
RoadKlU certainly contains a very impressive 
intro. 

8 Hmm. You're not going to get 3DO quality 
games on the CD32, simple as that. However, 
there's still plenty to shout about, and playabil- 
ity's where it's at anyway. We've certainly got 
our fair share of that on the CD32! 




irstly. this magazine is briJIiant, it gett 
better every month! The demos you 
put on the mag are brilliant apart from 
the occasional duff ones. I have a few 
questions to ask you- 

1 Will a 64't)it adaptor be available or will we have to 
buy the new computer Amiga are bringing out? 

2 Are the Jaguar and 3DO better than the CD32 as 
I've heard that Sega are going to release their games 
on the Jaguarf 

3 Will any of these games be coming out on the 
CD32 - Theme Pork. Donfcey Kong Country. Syndicate 2. 
A//en vs Predoior. Cannon Fodder 2. Wing Commander 
(3 DO verskjn). 

4 Can we have demo of Mega Race (playable)? 

Well, that raps It up. 

5 Makepeace, Durham 

PS Thanks for a great mag, 

PPS Is It true that when you throw a Megadrive it 
flies like a frisby cos of the plastic? 

I Who knows? 5'all down to the lads and lasses 
at the new Amiga company, whoever that 
may be, and they'll be initially concerned with 
the overall scheme of things. Time wMI tell... 
1 Depends what you mean by 'better'- If 
youVe talking spec then I'm afraid that they 
are; if youVe talking software and quality of 
games, the Jag^s yet to get started and only 
now is there anything worth shouting about on 
the 3DO. while we have plenty on the CD32, 
Sega may license games for use on the Jaguar, 
but it's pretty unlikely they'll release them 
themselves or offer the code for use because 
that^s not the done thing. It'll probably be a 
Nintendo-Philips situation — licensing charac- 
ters but little else, resulting in pretty substan- 
dard games. Could be wrong of course... 

3 No. no. no, unlikely, possibly, no. 

4 See what we can do... 

PS Thanks 

PPS Just tried it. No. 

Merry Christmas alll 
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LIMITED EDITION COPIES OF CD32 DARKSEED 




FOR t^4.VV 

6 (R.R.P. 29.99) 

With original, high quality large 
format packaging and a 75 page 
DARKSEED HINTS & TIPS BOOK 

worth {l(l^§(D 



TVhen so many games ore banoJ 

ctortes, this bizorrc. amb'Vou% odvtn- 

Xure ts something of a chssK and a 

welcome indication of how mature I 

videogames can be." 

AX.G. '4 
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>pf. 
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In response co the enormous success of our SuperSavers offers. 
Cyberdreams Interactive Entertainment are offering 
DarkSeed at a reduced price of £24.99 (chat's a fiver off to 
you), a rather good deal already, but. keen to promotethis high- 
concept Gamer Gold, they're also throwing in a spectacular 
Hints & Tips book (worth £6.95) that accompanied the origina 
AI200 release. The first 100 applicants for this special offer will 
also receive a brilliant Giger poster to pin above their TV as 
inspiration over the long months trapped in this huge, nightmarish 
world- There's a limited amount of these CD32 DarkSeed 
Special Editions available, so get your coupon in quick to avoid 
disappointment. 




• 




• 



• 



• 
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THE 
SORCERER 



SPECIAL 



>.*./■ 



mSi 



SUPERSAVER PRICE 

£29.99 

R.fi.P. £39.99 






SUPERSAVER PRICE 

£24.99 



'Simon is a ^oiidly constructed gome with plenty 
ofweii ^oiigh-out puzztes and the fun- 
niest jokes to appear on an Amiga. If 
you fancy a laugh, there's no com- 
\ petition to this brilliant game." 

90% 



■VlEl 



£29.99 



BANSHEE 



"Bonshee plays like a dream, the smooth 

coniro/s and delightful speed of your crafi 

making play immediate fun. The extraordinary 

AGA graphics and slick playability make H the best 

brain dead action around..." 

A.C.G.*4 

88% 



SENSIBLE SOCCER 

ALFRED CHICKEN 

JAMES POND II 

ZOOL 

NIGEL MANSELL 

DEEP CORE 

INTERNATIONAL KARATE+ 

CHUCK ROCK 

SUMMER OLYMPIX 

MEAN ARENAS 

TROLLS 

SEVEN GATES OF JAMBALA 

FIREFORCE 

PSYCHO KILLER 

CASTLES 

TOWN WITH NO NAME 

BATTLE TOADS 

LEGEND OF SHAOLIN 

OVERKILULUNAR-C 



£9.99 
£9.99 
£9.99 
£9.99 
£9.99 
£9.99 
£9.99 
£9.99 
£9.99 
£9.99 
£9.99 
£9.99 
£9.99 
£9.99 



£9.99 
£9.99 
£9.99 
£9.99 
£9.99 



COMPETITION PRO 



TFT^ 



SUPERSAVER PRICE 

£17.50 

RR.P. £19.99 



Profiied in issue 2, this fantastic doo- 
brie is 100 times better than the stan- 
dard CD32 joypod. supporting oli s)x 
ftre buttons eazh with an individual 
auoftre setting and there's even a 



pause-based slow motion facility! A great value joypad. 



90% 



ALSO 



SUPER METHANE BROS. 

R.R P. £29.99 SUPERSAVER PRICE 
WEMBLEY INT SOCCER 

R.R P £2999 SUPERSAVER PRICE 

BUBBLE & SQUEAK 

R.R.P- £2999 SUPERSAVER PRICE 



ORDER 




I WOU LD LIKE TO ORDER: 
ITEM PRICE 



Totol amount •nclosad 

E 



tPldOsQ add £1 P&P far games ft £1.50 for 
occdSEOries. PJease allow up to 
26 doys lot delivery) 

Method Of Poymer>I (pleose circle) 

Cheque • Postol Order > Accesss > VUo 



Credit Card No 



I 



I 



I 



Expiry date 
NAME 



I L 



ADDRESS 



POSTCODE 

TELEPHONE 

SIGNATURE 



SEND THIS FORM TO: 
AMIGA C032 SUPERSAVERS 

PARAGON PUBLISHING 
FftEEPOST <BHI255) &H 1 IBR 

Or telephone our Mall Older 

Hotline on 

® 0202 299900 

or fox your order on 

0202 299955 

PiGose make all cheques payable ir> pounds 
Sterling to Paragon Publishing Umtted 





AMIGA COl? GAMFR has the 
most comprehensive Mst of all 
CD32 software anywhere. For 
the full, definitive reviews, . 

check out our back issues 
so that when it comes to 
software history, your 
knowledge is as accurate ^ 
and complete as ours> 
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ALFRED CHICKEN 

Mindtcape 

Unoriginal ^nd unipcciacular, but It doetn^t matter 

because playabiTiEy is top notch wfrh big. varied leveU 

te&ting pfadDrtning skills to the IrmiL 

ACG Raced 7BX T" " 

ALIEN BRECD 
Team 17 

An overhead'View bla^t-~em-up in die Cauntfel vein 
with mai^ei of marei and power-ups- Gan^eplay ri 
simplist*t^ bul a<l>on is fast and atmoipherK with a 
iimiikaneou& cwo-ptaycr mode. (Available in 
DouUtfUck wrth Qwak.) 
ACG Rated 7TX (Istue 1) 

ARABrAN KNIGHTS 

BUJLZ 

The g^lph^cs are Ie5s than awesome, but playabflicy is 
fine in this nippy pbtformer with a sprinkling of neat 
puTzki ro keep you guesimg for quite a while. Fun. 
ACG Rated 74% (htue I) 

ARCADE POOL 
Team 17 

Sophisticated rt'i not. but For quick actron entertairv 
ment this is hard to bcit. v-Jth some tough opposition 
ACG Rated B«\ < I s sue Z ) 

BANSHEE 

CorvDesifn 

Great AGA graphics and a formidable challenge IHt an 

unonginal venjcaHy-scrollmg shelter into the major 

teaguc. Seriomly rmpressive action. 

ACG Rated 86% (Issue 4). 

BATTLE CHESS 
Inierplay 

An amusing vanation on the world's best boardgame. 
All the pieces are animated, wjih ^ome hilanou; corn- 
bar iccnc^. A fun intro to a great game. 
ACG Rated H% (Issue I) 

BATTLETOADS 
MindscApe 

Despite the bnlliaridy vancd and imaginative gamcicylei 
packed into the ongin^l NES game, the CD32 conver- 
sion fails due to ^^n awful control system. Ii^& also worth 
pointing out Mmdscape have neg*ected to improve the 
graphics and somes ovgj- die NES version, making this a 
wiistc of lime. 
ACG Rated HX (Issue 3) 

BEAVERS 
Unic|ue 

A simplistic and rather limited platformer. bu( cutC 
graphics and some amusing touches make For reason- 
abJe addictivenesi. 
ACG Rat«d ^ TSX (Jssue 2) 




MUAN THE LION 
Piygnovls 

An imagmaiivel]' varied platforms r thoughc&illy 
ed for CD32. Playability isn t all it could be Thoi 
ACG Rated ^S% 

BRUTAL SPORTS FOOTBALL * 

Mlllenniutn 

A side-scrolhng SF sports game wh 

American football with all-out war. Fun for wKllfL'but 

ultimately unsatjsfymg due to confusing control sy^^m, 

ACG Rated 55^ 

BUBBA 'N' STIX 

Cora D«i^ ^^^ ^ 

Large, colourful sprites star in a genuinely 
carioonesque platformer StrK himseH is a great litd| 
weapon with a host of different functions, while ga^P 
play as a whole is original and entertaining. ^^L 

ACG Rated 89% (Issue I) ^^ 

BUBBLE AND SQUEAK 

Audiogenic 

Rc.isonjible if d.iied platformcr. Good variety m graph- 
ics between levels gives you more of an urge to sec 
more but it^s all a little too simplistic for comfort. 
Phtform addicts only need apply. 
ACG Rating 74% (Issue 6) 

BUMP 'N' BURN 
Crandslam 

A relatively straightforward race game Tiffed into pole 
potitton by misses of humour, power-ups and a great 
two 'player mode. 
ACG Raced 90% (Issue 4) 



"VIE* 











CANNON FODDER 
Virgin 

A shoot-'cm-up with a difference, fc . 
biickeiloads of originality, playability 
and blood -splattered black humour. A 
big game with masses of lascabihty. 
ACGRated 90% (Issue2) 



•vir 



CASTLES II 

Interplay _ 

Medieval war is reproduced W4th stunning attenuon to 
detail in this huge strategy g^me. Fanatics will love the 



everyone else. 
ACGRated. 



CHAMBERS OFS 



Unique 

Arguably the worst 



.This si 
stincej, except 
ACGRated 



c- emap^n the history of 
M bou^ under any circum- 
I grft to an unwanted friend. 
(Issu« I) 



CHAOS ENGINE 

Renegade V 

for the IB90s is the theme of this steamptfnk 
tyted Bti^head view blast' 'em-up with muses of 
, and monsters. It's obviously ri^^nonginal. 
in is fast an<t4u«flyLjadilNdlfl(MP ^ 



RaCed# 

CftUCK ROi 
Core Design 

Big sprites. birf^^HfRd c^w^jhttc and simplistic 
gameplay make this somewhat dated. Not bad for bud^ 
get. but a pomdess purchase when you could buy.^ 
ACG Rated 57% (liiu« I) 

CHUCK ROCK U: SON OF CHUCK 
Core Design 

A genuinely funny platformer with lots of witty touches 
and )magmative gameplay elements The son of Chuck 
Is a great new pfarform character and there's loads to 



ACG Rated 



86% 



(Issue 2) 



CLOCK WISER 

Rasputin 

Fun puzzle game as you attempt to mittch p.itterna on 

one side of the screen to the other Level editor gives 

huge scope for longevity bur it won't be everyone's cup 

of tea. 

ACG Rating 11% (bHie 6> 



DANGEROUS STREETS 

Flair Software 

Static this kioks like a big and brash Sfil done. But once 

things get moving animation proves to be dreadful and 

gameplay gnmvolvfng. 

ACGRated 22% (liiue I) 

DEEP CORE 
Ice 

Nice Intro soundtrack and reasonable in-game graphics 
can't disguise tedious and uninspired arcade -adventure 
gamcplay. 

ACGRated 42% (llsue I) 
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AC (3 

D-HERO 
Gremlin Graphics 

An unorrginal, bui siin very slick and plaxablc R-Tjrpe 
clone. Five big leveli pscfced w^iih fyrioui blasting 
miction. 



ACG Rated 



8S% 



<lssuc 2) 




l-k*Bd r**IV Ifttc* ftt'v ^tfDlr>^f BO 



DARK SEED 
Cyberd reams 

A &luw-p:iccd, bui rnrnguing :idven(ure it m>4c bn 

by lomc stunnmg graphns, MR Gtgtt'i ochcrworltfy 

li-twotic provides ihe perfect armosphcrc for a trt*^ 

li.iijri[iii| uxpenente, 

ACG Rated 90% {liwr 4) 

DENNIS 

Ocean 

Slick 2S6'Colour graphics but gameplay is as drcd as 

the jnin^pirpd platforming format 

ACG Rated 37% (Issue I) 

DIGGERS 
MiMcnnium 

A more sophisiicatcd and cougher variation on die 
Lemmings arcade formaL Sadly, while the CD soMmt- 
track h bnlliani gnmcplay is Irustraong due to an overly 
complex control sjrsccmr 
ACG Rated 56% (Issue 1) 

DONK 
Supervision 

Yci another cute pbtformcr which sadly doesn't pby » 
good as it looks. However the sinfiultaneous two-pbjrer 
mode IS reasonable. 
ACG Rated 58% (Issue 1) 







FI7 
Team 17 

A nicc-lookrng and very phjr^blc racer »wih plenry of 
speed and fun No two-piaycr mode though, and lacks 
sornethtn^ in depth compaf cd to Mon&efl 
ACG Raced 73% (Issue 1} 

FIRE 8f ICE 
Renegade 

Although It can be a litUc unfair at dmes, magnrfkcni 
music, innovative ganieplay and some impressive AGA 
graphics make this one of the most attracuve pbcfonTi- 
en on CD32. 
ACG Rated BT% (Issue 2) 



FIRE FORCE 

Ice 

A side-scro^lrng Commondo-style game ruined by poor 

controls and sluggish responsiveness, 

ACG Rated 34% (Issue I) 

FLY HARDER 
Buzz 

A fiddiy and overly difficult CD32 version of TTiru^ As 
ever, the control system is fun to mess around with, 
but there's far too few levels. 
ACG Rated 52% (Issue I) 

FRONTIER: ELITE 11 

Garrietek 

A truiy monumental game unrivalled in ^ 

its ga [a )fy- spanning scope. The con- U 

Erols take a while to n^ster. but over- 

all this is an epic which can't be missed. 

Truly impressive, 

ACG Rated 9S% (fssue 2) 

FURY OF THE FURRIES 
Mindscape 

An interesting mix of platforming and tenvninfi'type 
puzzles with masses of challenge, but much in the wtf 
of graphics or sonics. 
ACG Rated 75% (Istue 

GUARDIAN 
CDS Software 

A tmcly innovative bfflster for the CD12. with a dash 
oi Defender and StarWmg complimenting a visuallj' 
stunning game. Play is unrefentmg and monronous - 
short a perfect shooi-'em-up that docs lusnce to the 
madiinc at last. 
ACG Rated 92% (Isuue 5) 




ya^ 



GLOBAL EFFECT 
Millennium 

A sk^w, unmvolving ecco sim, that foMowt die lifespan 
of a pbncL Challenging and seriously duN. 



ACG Rated 



55% 



(N/A> 



'VIEi 



■VIB 



HEtMDALLU 
Core Design 

A truly sptendid grnphic .idventurc widi '' 

maisev ol ncif puiile^s. bnltiant grrip^'- 

ici and varied worlds to citplorc 

Gariicpla/ is completely absoibiiig anr.^ 

jiE^t about makes up (or fact save poiiKs aie 

few and far between. This stands as d*o bt^i ^vor r,' 

genre :i«ibbb and one of die mo. 

products around, 

ACG Rated 90^ (Issue 3) 



IMPOSSIBLE MISSION 2049 

MicroProse 

The cEassic Bbr? ong^nal i& included free and plays rather 

• better than dx! new. ifrifaied version. 

! ACG Rated 40% (Issue 4) 

• INTERNATIONAL KARATE PLUS 
I System 3 

• A ieii than bnllunt conversion of an Bbii classK ^s a bit 

I limited to shjne on CD32. 

ACG Rating 44% (Issue I ) 

I INTERNATIONAL SENSIBLE SOCCER 

• RerT«f!Ml« 

; Besides recreaoog the 1994 worJd tup tournament. 

• this teaOjres some minor cwealts to gameplay. graphici 
^ and sound. 

ACG Rated f2% (bnie 4) 











JAMES POND 111: OPERATION STARFISH 

Millennium 

Despite the well- worn puns, this is a slick addition to 
the Pond Ic^cy- with bigger sprites, much more chal- 
lenging puzzles and heaps of pbces to explore with 
your rteai new character spnie {who behaves rather 
SAtibrly to Sonic) Fast and fun. ihis is one of ihe bet- 
ter CD32 placformers 
ACG Rating 7t% (Ishi« 3) 

JETSTRIKE 

Rasputin 

A real gamespbyer^ delight, packed to bursring with 
ptayability, challenge and fantastic attention lo detail. 
Qutc simply a bnlliani crossbreed o* flight s»m depih 
arbd stde-scroHmi; shooi-'cm-up acuon. 2D0 missions, 
£0 aircraft and 3 save posJtMxis. Don't miss iL 
ACG Rated 94% (Issue 4) 




JOHN BARNES EUROPEAN FOOTBALL,^ 
Buzz ^** 

A dire stde-scrolling football game which promises 
much but fails to dchver on the pitch with jerky 
scrolling, lousy controls and poor collision detection. 
There's much better footie sims around, but even if 
there weren't, I wouldn't buy this. 
ACG Rating 3Z% (Issue t) 

KID CHAOS 
Ocean 

A blatant Sonic clone which copies just about every- 
thing except the pbyabifjty. 
ACG Rated i 

LABYRINTH OF TIME 

Electronic Arts 

A surreal adventure wth stunning, hi-res still graphics 

to convey a brrfhant sense of atmosphere. Very v^ird 

and the slow pace will put off many but it's certainly 

different. 

; Rating 70% (Issue I) 

LAST NINJA 3 

System 3 

Unchanged frcHn its ASOO ongmi, this is shc^wmg its age 

with a remarkably awkward control system and dated. 

if soil ^rylish graphics. Varied puzzles and a budget pnce 

make it worth a loc»k though, as there's a lor of game 

to be played, 

ACG Rating M% (hoM 1) 
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LEGACY OF SORASIL 

Gremlin 

An nunoapheric conversion of the HeioQiiesl role-pl^y- 

inggame. Graphics .md bnllinni somti mike chii immc- 

dijitdy impre^^ivq. while the easy control system and 

fast pace will gei nlmcit anyone nddicied Re^l RPG 

hn-i wtll find It rather l;ickjng in depth though. 

ACG Racrng B4' . (Istue 3) 

LEMMINGS 
Pty gnosis 

A truly excels* game, but Thit CDTV conversion lacks 
the ongiTul's iwo-pbyer mode, adds no nCA Icvc^ by 
way of compcnsacioo This u a sh^me, as is the fact rhat 
th^i It really rieed$ a mouse to play sertously. An updat- 
ed version would be ii;uch more welcome. 
ACG Rated 79% (l»ue 1) 

fiERA I 



J\.H,t,- ^ 



e M 





LITlLDIViL 
Gremlin 

four years in ih^ making, ihij CO»onty OfJe is no ^pnger 
iuie-ol'chc'act. but flty-pliis puzfLe rooms add up to a 
big challenge with plenty ol WaoiCr BrOS-ltyle humour. 
ACG Rated 90V (Issue 4) 




•VIF^ 



■\\ 



"'i*n 



LOTUS TRILOGY 
Gremlin Graphics 

A bumper compilation of three now rather dated rac- 
ing games Rough, 
ACG Rated 60% (Isiue 2) 

LUNAR-C 
HindKxpe 

A side- St rolling sbooi-cm-up which npi off Gradius' 
powTf-up syiccm. but none of its variety or pJayabilrty. 
fAvatlable in Doublepack with O^rkiO] 
ACG RMiog M% (Jsiuc i) 




Ml^ 




MEAN ARENAS 
Ice 

Poc-Man may seem less than iiaie-of-thc-art, but this 
update IS very playable with enough updates to proiride 
reasonable fun, 
ACG Rating 61% (l»ue I) 

MfCROCOSM 
Psygnosis 

A graphical showcase with a fantastic FMV-style mtro. 

Unfoaunately. gamepby is weak, repetitive and frus- 

iratrng. 

ACG Rating 60\ (Ittue I) 



MORPH 

Millennium 

An intriguing arcade puzzler where yoti morph 

between four different types of blob. 

ACG Rating fl4% {h%itc l> 



MYTH 

System 3 

Anorher ancient System 3 dauic. this still impresses 
with the imagination behind both graphics and game- 
play. ContfOt syst(^m is a little cumbersome, but budget 
price pafiiaJty comiwns^ies fof age \^onh checking 
out as a gcnumel)' innovative tide in software history. 
ACG Rating 71% {Issue 3} 

NAUGHTY ONES 
Interned vision 

A truly annoying platformcr, with a lame two-player 
option thrown in to disguise the bJand graphics and 
banal puules Control n awkward and progress across 
the five levels slow. 
ACG Rating 65% <hsue 3} 



VIE 



NICK FALDO'S 
CHAMPIONSHIP GOLF 
Grand slam 

Ben golf available on CD32. Bar r>one 
Good ^laphics, masses of playab^lity 
:ni(! :ilThongh ,i touch stow, still huge fun. 
ACG Rating 90% (Islue 



NIGEL MANSELL^ 
WORLD CHAMPIONSHIP 

Gremlin 

A very playable racer with plenty of depth No two- 

playc" mode though. 

ACG Rating 74% (Juuv I 




OSCAR 

Flair Software 

Spcciacuiarly colourful and detailcif graphics Lots of 

neat touches, but the overall effect ii confusing with 

very l*n>rtod gameplay- 

ACG Rftting 59% <lisue I } 

OUT TO LUNCH 
Mindscapv 

Inspired by ancient arcade cla^^ic flurgertrme, th*i inn 
platformer has lot^ of old-styte gameplay with fast 
action, plenty of power-ups and masses of tevcls. Slick 
and enrertammg, 
ACG Rated 7B% <lssuc 4) 

OVERKILL 
Mind scape 

A very competent update of the classic Dr/r'idc' coin- 
op: fast, slick and playable. lAvadable tn Doublepack 
With turtor-O 
ACG Rating 67% (Usue l> 

P1NBALL FANTASIES 

lilt Century Entertainment 

foui pjaysble and colojrful tables provide niassci of 

fun with great CD soundtracks 1-8 player opuon is 

especially good fun, 

ACG Rating 87% (Issue I) 

PINKY 

Millenium 

Cute pbtfortn anDCS as you try to save Oie mysterioui. 
cosmic dmosaurs from extinction. All the important 
elements ol a tracjitional piatformer but. disappomong- 
ly. It makes no real use of the CD32s hardware, 
ACG Rating B4% (Issue 6) 



PIRATES 
MicroProsp 

Despite a slick new intro and some excellent presenta- 
tion screens, this looks distinctly 8bit with mainly 
disappoiniing combat graphics. Underlying gameptay is 
quite sop h»s Ilea ted though, with a brilliant sense of 
openness which perfectly suits the pirate theme. 
Worth investigation. 
ACG Rating 79% (Issue I) 

PREMfERE 
Core Design 

A vaned and imaginnttve piatformer fbwed by an awk- 
ward control system. Some of the puTzlei are imagina- 
tive and It's well worth a look if you can't get enough 
of them. 
ACG Rated (5% (Issue 1) 

PROJECT X 

Team 17 

A dassic side-scroKing shoot- "cm -up which has masses 

of power-ups. fast-movmg enemies and siKk backdrops 

Totally unoriginal, but as playabTe as Jt gets {Available 

in Ooublepack with fl 7) 

ACG Rating §9% (Issue I) 








QWAK 



A hugely playable game inspired by Taito's classic 
BubWe floWWe comop Actton a simplistic, each level is 
just a single screen, but it's so much fun who could 
con^plain? Great srmultaneous two-player mode makes 
this evceMent value. fDoubFepack w>th AJicn Btttd.) 
ACG Rating %4% (Issue f) 






RJSE OF THE ROBOTS 

Mirage A 

Graphically Incredible mechamjEed beat- 
'em-up with phyabituy to match. This is ' 
the game to show off y^^ur CD3? A leg- 
end in It's own mf^incy and a milestone in 
terms of techihcal excellence. 
ACG Rating 90% (Issue 6) 



ROaOCOD 
Millennium 

A colourful and pfayablc platfofmer, albeit perhaps a b»t 
easy. Much like the Zool games, this isn't as bnlhant as 
the hype would lead you to bcLicve, 
ACG Rating 80% (Issue i) 

RYDER CUP GOLF 
Ocean 

Brilliant presentation, but in-game graphics move at a 
snail's pace and ball movement is entirely unconvincing. 
If golf IS your diing though, it's worth vhecking thu 
recent release out along wiiJi Nfck fotdo's Champiortihip 
Go/f though, as goMderi arc funny sorts 
ACG R^ted W% (Issue 1) 







SABRE TEAM 
Krisaiis 

The isometrK graphics aie realistically detailed helping 
create a great sense of atmosphere. Tactically-minded 
bns of the SAS will love the game's depth but oihers 
wiil despair at the slow pace, 
ACG Rated 78% (Issue 3) 



Tii J in 
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SECOND SAMURAI 

No dfffcreni lo a& AHDO predecessor, this bo^s» 
good gr.^phrc^. imaginaDVGl/ v^irpcd piiziles And A noac 
iwO'pLi^pr mode thiit extends (U plapbdiiy eKtensivc' 
\y Worih a look. 
ACG Rated 85% <l»ue 3) 

SEEK AND DESTROY 

Mindscape 

A simplisiic and less than spectacular overhead shoot- 
pm-i'p Qmkc plajQblc- 
ACG Rated 62% {i^vi I) 

SENSIBLE SOCCER 
Ronegiide 

Tiny Lpntpi .ind a toftirol vysteni bet- 
ter sixtCrd for loy^fitk tKan |oyp3d are ^ 
olf-puttini;. but this is a sophi^tic.ntcd 
Mfi [tl^^.ibk soccer Sim. 
ACG RAted 91% <lssuE t) 



■viei 



this can pnll in onc-pl^yer mode, bur top-notch prcicn- 
trnortr Check Qui Team 1 7's Qwack. fir^L 
ACG Rated 83?^ (Issue 3) 

SUPER PUTTY 
System ] 

An oniertammg and ongmal plalformer and one of the 

belter early CD32 releases. 

ACG Rated 70% (N/A) 

SUPER STARDUST ^ 

t*jrn IT 

Okay. Ilk bis^Ci1ly Asteroids but the 

£rinicpby 15 IigUi, powtfed^up and *n£^- ' 



\r :*dd<ctivp With iupcdaiivc gr.iphits 
f ipptnllv 111 the ^fn,ieing tunnel ^cfbon^ 
ACG Rated tO% (hsue S) 



"Viei 



THE LOST VIKINGS 
Interplay 

Ontf of tin? best games around, this fea- 
tures three Vikings taking on 37 levoW 
with their vjiriDus skiHi- A great mix of \ 
1 reside aciion and Lintalismg puzjies 
Great fun, even though unenhanced for 
C032, ->nd bound to keep you entertained for ^gei. 
ACG Rat»i 90% (Issue I) 



ULTIMATE BODY BLOWS 

Teani 17 

^ ir uly hinxiongous benlt-em-up with 
k^s itiaii 2J ch^r^clGi^, rujiuomii- 
. _iihb,ii mowo'j .111'"] incedibfe iddith',' 
Fteit, Ai well lis ilie noftial ^ne or two- 
pliiyer model, thete';, i br^oc^oipr h'JiK OiM 

'iin'- ' *hok thing feme'. 

fus to be the phenoii ■ !^od the ihinp 

pt*yi m Itheie?- ihrcp ti>'bo vctiinii',} AGA i 

16 CD ioijiidEf^ck? add tfic fmnh^ng louthcs to 
brill p/'oducL 
ACG Rated 93% fls^Ut 1) 

UNIVERSE 

Core Design 

A prosaic adventure fifted by an epic storyline, styhsh 

graphics and classy musrc. 

ACC Rated 88% (Issue 5) 

VITAL UGHT 

Miilemum 

Strange hybrid of Space Invoders and Telffs. This is a 

reaction test of the highest order buE gamepiay gets 

repetitive and variety comes at a premium, 30 knjcker 

n a bit on the pricey side for what's on offer. 

ACG Rating Bl% (Issue 6) 



SLEEPWALKER ; 

Ocean a 

A novel arcade puiiler where you must use a dog to J 

j^uidc the eponymous hero through ever more Kai- • 

irdous levels. Fun, but very tough and not helped by an « 

,iwkw^rd control system. Strictly love n or hate it soft- ■ 

ware, this n one to try before you buy. • 

ACG Rated 80% (Issue I) * 

SOCCER KID : 

Krjsalis • 

An average looking pbcformcr is made enceptionn-^l by ; 

an irTiAginabvc control system - the eponymous k>6 Is J 
[:ap^ble of some great stunts with his football, 
ACG Rated 88% (Issue S) 

STRIKER 

Eli» ^^ 

A straight port of i shallow. "^1019 ASOO footie sim 
which IS sailly outclassed by the ddugc of more m0^P~*^ 

ern games. As weN as lemble graphics and next to no * 

sound, the ball control is poor and the game plays so ; 

quickly rr't qu<ie impossible te build any kind of tactical I 

play, as tha p/aycrs run around like they^re on speed. £ 

As bad a ffotball game as you could wish to find, whlth I 

li jad considering the pedigree of the SNES parent I 

JVCG RfttAd 43% (Issue 2) -^ 

I 

stjMMEROLVMPlX 

Flair 

± ^ J ii 1 



THE SEVEN GATES OF JAMBALA 

A dreadful platformer which looks like an Sbit game 

and plays considerably worse. In a sane country, this 

wouTd be banned, but with any luck^ there won't be 

too many shops stocking it tn the future. Worth buying 

our back issire one |ust to laugh. 

ACG Rated 8% (Is^UF I) 

TOP GEAR 2 
Gremlin 

The iow% game engine is reused one more time. It's 
faster and slicker than before, but the tracks are 
monotonous, the tars' handling uninvolving and the 
music awful. Although the CD32 isn't exactly blessed 
wrth good driving games, this sti^l isn't a viable option 
for racing fans. 
ACG Rated 75% (Isstte 4> 

TOTAL CARNAGE 



coir»-op is almost lotalfy ruined by sluggish 
nt. poor collision detection and a lousy control 
. Oh. and Aktnphics are appalmg, the sound's 
and ther4«wi^^en any nice FMV mteHudes. A 
awful coAvervon of a bnll ganv that n almost baf- 
.^gv m Its poomcB. NEXT? 
AK Rated "^^ ' ^ 



■SSUE 2) 



TROLLS 
Flair Software 
A cutesy f^||n 
Similar to.SHe 
Itgnificani 
c up 



sounding games such 



py f^||mter vnwbuTKeifWfcrent levels. Very 

to.SHess^lourffl than Oscar, whjch makes it 

nful on the eyes. Reasonable fun. but 

<e bttst CD32 platformers, and 

^ns &n1y, despite some quite 

that certainly catch the 

' Che toys, watch 



iuccesdul^ the pdllnj of ^hc game. Aithou 
of the gravies aro mrtialFy quite appeal'"*" ■ 
Ucn of them is incredibly poor, and ' 
cfpm progresuon of events 'caf^gfta 

thrnt^bout, **^ 

~^ 37% (Issue 1) 



adve 

(diem 
cartoon? 
t; Rated 



^47% 



ran- 
too bad to 



'^^ 



SUPERFR01 ^^^ 

Team 17 j^^ft 

While hardV^Wl^e C032. this budget priced 
platformer pbyj well with lots of variety- and challenge 
md a lot of platforms t^teap. Cute hero 
ACG Rated 




SUPER METHANE BROTHERS 
Apache Software 



Bubble variant, but lack of variety and 






UFO— ENEMY UNKNOWN 
Microp«(B» 



twiievably slow responses and and trksome 
ou can Ignore these factors, therein lurks a 

hugaJy VHknging and enioyabTe treat for gamers who 

like a bit of action with theif strategy. 

ACG Rating S0% (Issue 6) 



WEMBLEY INTERNATIONAL SOCCER 

Audiogenic 

Despite a wealth of ptay options and a novel choice of 
two view options (isometric and Sens/ style) this falK 
down on poor joypad responses and unintelligent com- 
puter selection of your players. Ambnious. but fiial^y 
flawed 
ACG Rated 76% (Issue 1) 

WHALE-S VOYAGE 
Flair Software 

A great techno miro track, a great option to tailor 
your crew members and plenry of depth make this an 
intriguing RPG Sadly, most of the action features weak 
graphics, which senously diminishes the impression this 
potenufilly big game makes. 
ACG Rated 80% (Issue t) 

V/ILD CUP SOCCER 

M^lfennluiT> 

Sure, It looks gorgeous but this ultraviolent sports SJm 

hji minimal gameplay, 

ACG Rated 6S% (Issue 5) 

WING COMMANDER 
Electronic Arts 

The classic space opera is slicMy presented with an 
Involving storyline, even if gameplay isn't as sophisticat- 
ed as you hrst ihmk. Getong on a bit though 
ACG Raced 86% (Issue 1) 









ZOOL 
Gremlin 

Masses of hype, masses of onscreen colour, a great 
FMV-siyte intro and impressive CD soundtracks It's a 
tremendous shame then, that gameplay 's so hmncd. 
Zool himself is not rea^y exciting enough to become an 
icon, he's too humourless to be cute and too drab to 

be dangerous. 

ACG Rated (0% (Issue I) 

ZOOL 2 
Gremlin Graphics 

Slick Silicon Graphics presentation sequences, good 



but gameplay lacks 2est and the first, CD3Z specific 
level IS utterly banal. Tins ant-like hero needs a senous 
overhaul rf he is going to wander towards the CD32 
for a third nme.. 
ACC Rated 70% (Issue 2) ■ 
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THE BEST GUIDE TO CD32 SOFTWARE IN THE WORLD 




ON SALE JANUARY 1 2th - DONT MISS THIS BRILLIANT EDITION 



^•-nm &UMy I KirJl I HON i V FHUM LiHtMUlt^i 




WIN ANOTHER fT&OO SONV TV FROM GREMLlN- 



W|»| A SUPERB SXT EXPANSION UNIT Fnon TEAM 17 




%mm 



«^M 




Simply 



• ^ 



Homy 







Also 



^ ^ 



pre viewv , ■ -r^ 
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rrxm 

Eicrivlvt litJI C>vrf ftw w ptirt Kftm>4# D^rfiSMtf ftwrtita^iton 
Th«SOrc«f?r Tip4 5«Ct>Oi>FeaiurH^Hvtm4llMI Cofnpl«u ^ohAOt 
Lfl^cy Of Som4, Cmnon Foffd«r ni^hr^v^ 'ediiurtn^^Unr^^ir. 
OrjflOf>ituiifl . StfllftQri Krc-A I^Jfij^l^ Strike PGA G^" Ji>d M-vtirfl 
Loj^ kt Hm^^ Vm]«o CD fcvwwi - %% the FHV u^ft aI a% crxkcd 
tv CoIh^ SX^lFCvit^, turn ^OOF COi? tfHD 1 coniputef Cdver One 
rixlu«n(jeotri4. Arti^ Ak;'. S^^crFrot- 



UMCESOFTIPSFEAt 

At LMt* FiJ r nvv^ <y SupW ScvdutL GUVAVI Vri] VIpAi^^ 
Skcv Kid Wid Cup Scpcctr »d mort H*^ pf vw«*t cJ U F O . 
Weotf^M. &uf Ow4v. fht B4{ ^i^tM vd Boldy AN new PD colm 

cnke. Liol ^vl Oivion fodder vmI 
flfeort ^bai^fW>4d<^i4rCOIu1cinr«TD4rW AllJUlt. Mlrwi 
H^Tttout AdifHHLtftL 5itfOn The Sounr jnd mOr# 



issue 



Four 



issue 



Five 





Demand for back issues and cover disc? 
has been enormous and. sadly. Ihe maga- 
zines from issue one lo three are com- 
pletely sold out (even I haven't gol a copy 
of issue three!). However, some spare 
coverdiscs from these issues are still 
available to order (apart fi"om issue one's 
disc which is sadly sold out), but slocks are 
limrted so order soon lo avoid disappoint- 
ment Once issues four and Ove go out of 
stock that's it so get those orders m now. 




order form 



Send me J ^Jo 2 £3,9S* 
di»c only 



□ ^4o3 a95- 

ai tc on \Y 

QhtoS £554* 



J^^rj -t 



£5M' 



aNo6 £554* 



■ ri-hf ri-kll-l-l>*f >»*ll4«Jri-t«ri-l-IH-hf frBH-Blri-Blla-klri4lri4llri-kH*l 



frHri-llb4ll«f »*lri«f >*II+4I*«I J'eI IQLUT ^^ ■Thria^bB + BB^BB + bB^bBdbBrbrB^riB^BB + BB^BBaq 



Postcode ^ Phone number..,, 

Merhod of Dayment piease mdjcoie your c'lOfCe 

^ CHEQUE J POSTAL ORDER 

Please make payable lo Paragon Publ^shlng Ltd 

3 CRHDiT CARD ™ Expiry dat e t 

Ci / I I 



p44 Mi hl4 hhH^lriMriri hl4+hl hhltHh44i4v ■-■ +ii4iifrHi bin* 



^ r ■■■ Of J Dhoiocopy of ii (TogeUvT- with ycnr ci^eoue PO ■ -. : . . i 

fiLld) in an envelope addressed to AHiGaCDI; 3^C^ 
5SueS. PflraftOfTP^Ns^^i^L;cfRE£POST(BH JJSSJ.BOURNEMOUTKB-- 3= 
, . .. . -,., , . „^-„_ -sw'^sif posiedJnVieUiCOrc^Wlourcrec^ ci'^'Z' s z- 

^ i. -[^V'JiA'c^r u* ui A' . deiii^on 0202 299955, 

"^ i^' ■ ■ ?iii5 S5p prfcking & posting 
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T'lie top 24 International Teams and the best 96 Euro Club sides battle it out in 
Hick Off 3 European Challenge. Build your side around the star men. It Is these 
key players who provide the skill and the style needed to win one of the 12 
League and cup trophieSf and maybe even the World Cup itself! 





Superb animation giving fast flowing 
soccer action. Bit-mapped international 
class pitches. 1500 detailed sprites bring 
the game to life with referees, linesmen^ 
trainers and much more 



Soamife @3(iJ(j2 



N 




early 1 MB of sound. Digitised crowd 
noise samples and chants lets you soak 



up the big match atmosphere. 





®s(D(a 





aaa 

■aster the moves and you'll master the 
Igame. 16 Individual player actions at your 
fingertips. With powerful runs by the full 
backs, penetrating passes from the play mak- 
ers and devastating wing play», this Is a game 
with blistering pace and instinctive appeal. 




aa 



• 40 Set plays for dead ball situations. 

• Practice mode, team talk and match facts, 

• Edit player names. Play alongside the top 
Internationai stars- 

eSave your best strikes and get ready for the 
Golden GoaJs competitions. 

• Skill Speed and ball control options heJp you 
progress to the very top. 

e Ease of control with 4 button Joypad (optional). 



The first 10,000 Amiga copies and the first 10,000 PC copies of Kick Off 3 European 
Challenge come wtth a FREE FA Catling Premiership Pocket Annual 1994-9S. Worth £3.99 
with a complete Premiership club directory, season reviews, player records - this is a guide 
that no soccer fan should be without! 
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